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ng Like Super Computer. The graphics 

before. Donkey Kong are 3-D. The playing arena is 

Country is the world's first megabit. The levels number 111 

fully-rendered video game. To (No, that's not a misprint - one 

produce it took 22 years work on hundred and eleven). But the 

6 SGI work stations and one XL most amazing aspect of 
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IT'S TAKEN 

2 2 man years, 

32 MESS, 

32,768 COLOURS 

and 1 super computer 

TO MAKE HIM LOOK THIS 

GRUESOME. 
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V Bats squares off agianst the Joker's giant toy soldier. 


Previously called 
Animated Series, 

The Adventures of ^ 

Batman & Robin is *3 

based heavily on 

the recent dark and moody cartoon. Once 





past the eerie garbled Danny Elfman theme 
music on the title screen, you appear in the dark 
streets of Gotham; beating up multiple hoods 
who all seem to wear brown suits, and using the 
bat equipment from your utility belt. 

Weapons include the obligatory Batarang, 
Batrope. Bat Right Guard, explosives, infra red 
goggles, gas mask and flashlight - all are used 
at specific points in the game, such as the gas 
mask in the university and the flashlight in the 
museum. Before each mission you get an 
animated intro from the comfort of the 
Batmobile. 



Batman is a horizontally scrolling beat-’em-up 
and this is frustrating because far too many 
licences end up this way and it shows a lack of 
imagination. However, the moment you climb 
aboard the rollercoaster from hell with the 
cackling Joker and the screen rotates smoothly 
to a unique front-on view, all these reservations 
about gameplay go out the window, because it's 
actually quite good fun. 

Graphics on all levels are superb, but then this 
is a cartoon conversion and you'd have to be 
pretty stupid to mess it up. Batman himself is a 
slickly animated sprite, with a flowing cape to 
confuse his opponents, powerful punches that 
land with a satisfying thud', and a purposeful 
jutting jaw to show he means business. 

Robin only appears briefly in the museum 
section, just in time to get beaten and tied up 
(that's all he seems good for), but you can't 
control him, and there’s no two player - shame 
on you Konami! 

My only real complaint with Bats himself is 
that he moves fairly slowly, and every time he 
jumps, it feels like he's dragging a ball and chain. 

For the most part, Batman is a simple walk 
along and punch’ game, but the real treat comes 
when one of the super criminals hits the scene. 
Instead of just the Joker and Penguin (which 
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Flippin ’eck! Do l \^=^>fr\ 
Konami know how V 
to produce an ^ 

atmospheric piece 
of software, or wot! 

I thought Batman Returns was a 
masterpiece, but this just builds on 
the old theme and incorporates so 
many new ideas, you never want to 
stop playing. I especially thought 
the rollercoaster level was fabbo, 
the way in which it spirals and then 
switches perspective is excellent. 
Like Batman Returns , this game is 
real test to complete as there are so 
many cunning puzzles and riddles 
to keep your mind constantly on 
standby as well as the old reflexes. 
All this is polished to a tee with 
fabulous animation and moody 
tunes. It looks as though Konami 
Lare on the up again! 


BflTAfln 


A Use the Batplane to reach the Scarecrow's airship , then swing inside. 

previous games have concentrated on), the arch enemies 
here are taken straight from the original DC comics. 

Consequently, you now face the likes of Poison Ivy, 
Scarecrow, Riddler, Catwoman and Two Face. Each has a 
different setting, an excellent film noir intro screen, and an 
unbelievable fight at the end. 

The Catwoman sequence in particular is excellent - at last 
a true depiction of Batman’s world - as our hero chases the 
agile vixen over Gotham’s rooftops; illuminated in the glare of 


the police s 
searchlights. 

There’s even a heart¬ 
stopping moment when you are both pitched off the roof and you 
must use the grappling hook to catch a passing flagpole whilst 
fighting off Catwoman’s advances - brilliant! 

Other guardians also impress, with the daring swing underneath 
Scarecrow’s airship and the ensuing fist-fight on the wings of his 
glider, and the Riddler’s absorbing cyberspace maze standing out 
as choice Bat moments. The latter features a superb 3-D maze, 
which rotates through 360 when you come to a 
junction. 

I was really only disappointment by the length of 
the levels. The Joker is a good start (but too easy), 
and the Penguin’s museum level and the Riddler’s 
Minotaur maze are all challenging and fun to play. 

But the overhead Spy Hunter car chase with Two 
Face is insultingly easy and woefully short, as is 
the Catwoman level and Poison Ivy’s forest - only 
four or five screens long! 

In all the time I played the game, I was only 
stopped twice - once on the annoyingly precise 
airship level, and then on the impossible riddle at 
the end of the maze. 

Bat fans will love it, but it won’t be long before 
you’ve committed all the super villains to Arkham 


BflfAfln 


BflTAfln 



KONAMI 
(0895) 853000 


PRICE 

£54.99 

RELEASED 
NOVEMBER ’94 
GAME TYPE 
BEAT-’EM-UP 
CART SIZE 
16MBit 
FEATURES 

PASSWORDS 



RATINGS 


Asylum, and then who’ll be left to fight? 




KEITH 


Not another 
Batman game - 
there’s been more 
of these than 
original episodes, 

I’m sure! But is this better than the 
others? Well, it’s not bad, the 
assorted styles make for a 
refreshing change and it’s 
challenging in a way which means 
you play through steadily rather 
than quickly. The main point that 
grabbed me was the way it 
recreates perfectly the atmosphere 
of the cartoon; the graphics are 
amazing and the story telling all the 
way through keeps you focused so 
you always know where you’re 
heading and why you’re going 
there. Not as good as Batman 
Returns , in my opinion, but very, 
very polished indeed. 


GRAPHICS 


GAMEPLAY 85 
LONGEVITY 79 

OVERALL 























An American Tale , 
featuring Fievel the 
mouse was Steven 
Spielberg’s stab at an 
animated feature. Although 
it didn't quite have the crowd-pulling 
Disney factor, it was a decent enough 
film. Virgin, continuing their quest for 
Super NES domination, have secured 
the rights to release the game based on 
the sequel: Fievel Goes West. 

This platform game focuses on young 
Fievel who embarks on a fantastic 
adventure to save his gullible family 
from a scheming cat who conned them 
all into heading out west to a town 
where mice and cats live together in 
perfect harmony (like yeah!). 

Fieval’s rescue mission begins in a 
towering metropolis where he must 
fend-off pesky alley cats and risk life 
and limb crawling along perilously high 
washing lines. The rest of the game sees 
Fievel escaping the city heat via the 


No, no, I can feel my 
eyes glazing over... 

(delves into the 
reviewer s cliche book) 

“Smooth parallax, cartoon- 
quality sprites, non-stop jumping 
action” - aargh! It’s no good, I can’t 
keep this up. Fievel Goes West is a 
platform game. You run, you jump 
onto platforms (some of which 
move around) and occasionally you 
fall to your doom. Enemies block 
your path, and you shoot them. You 
meet a boss every few levels. You 
complete the game on about the 
fifth attempt. You consider slashing 
your wrists with a rusty blade. 

Fievel Goes West is yet another of 
those games that is perfectly 
adequately programmed, but 
unutterably tedious to play 
because you’ve seen it all before a 
million times. Cut off this 
^(American) tail with a carving knife^ 


No sting in this tale! 
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sewers, and then hitching a ride 
across the desert on an old freight 
train. All these scenarios come 
complete with menacing foes and 
tricky guardians that block your path 
to the next location. 

However, armed only with a poxy 
spud gun, Fievel must locate the 
various power-ups, extra lives and 
force-fields which are scattered 
around each level if he is to succeed 
in his quest and get one over on the 
crafty feline critters! 

The action is presented in 
storybook fashion, with a page being 
turned and enlarged before each new 
section of the game, this is very 
much keeping in with the style of the 
film. Fievel himself is dwarfed on¬ 
screen by his gigantic surroundings, 
however, judging by the size of his 
sprite compared to the cats, this 
puny field mouse sure is big! 

Fievel Goes West looks pretty 
smart in terms of graphical 
appearance, although in my opinion 
some of the sprites needed smoother 
animation to make them convey the 


Golly gosh, it's a 
jin level, I never 
J to see that in a 
platform game! 


O Eat lead feline 
freak Ior words to that 
effect!!. 


cartoon appearance of their big screen 
counterparts. 

Although this game is based on the film, 

I some of the locations are typically 

P latform ’ especially the train level which 
has appeared in more or less every 
v' ; .{ platform game ever released. However, I 

* I did like the sewer level, in which Fievel 

I escapes in an old sardine can, and the 
^ ? ']}■ / Mode 7 eagle section later on is also very 

t ^ji^S»S!83iII impressive. 

The only thing that really got me down 
< : [ when playing this game surprisingly 

Y ^ J wasn’t the lack of originality, but the 

1 sound. The tunes aren’t too bad (although 
J they add no substance to the action), it s 
lip just the annoying beeps and pips that 

j accompany Fievel’s shooting and jumping 
» actions are very dreary! 

Fievel Goes West is definitely a game for 
younger players, that’s not to say older platform freaks 
won’t enjoy it, but I personally completed it in a very 
short time and so will anyone who has better than 
average gaming skills. This game offers nothing new or 
I exiting, just a straightforward platform game with a cute 
character! ^ 

V Can you imagine this sophisticated puss squatting in a cat litter tray? 


Unfortunately Andy I t 

beat me to the first y / [ 

comment and so I \ 
can’t hurl a barrel-load 
of cliches at you about hovv* 1 "'^ 
mediocre this platform game really 
is. Instead, I will point out that yet 
another film licence has been given 
the game treatment, and has once 
again turned out to be light years 
behind the film in terms of 
enjoyment. Virgin, who are 
normally so careful at producing 
quality games, have surprised 
everybody with Fievel Goes West , 
but then most software houses 
produce a turkey at some point! 
Avoid this, unless you have a 
bedroom full of cuddly Fievels. 
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Without being told l Wfll - 
beforehand, I \ , 

would be hard \ 

pushed to 

decipher whether Andre 
Agassi Tennis was on the Super 
NES or the NES - it’s that bad! The 
characters are poorly animated and 
shuffle around with the stiffness 
normally associated with a 90 year- 
old rheumatic, and the sound is 
about as exciting as watching an 
unseeded match at Wimbledon. 
There’s not nearly enough options 
to keep you playing longer than a 
day, and this game is crying out for 
some kind of world circuit option. 
Another gripe I have is the way the 
game is interspersed with annoying 
pauses halting the action. I would 
certify myself if I bought this 
instead of Smash Tennis ; avoid it 


It's nice to get away Waft 
from the highly 
competitive league of 
World Cup tie-in games 
for a while and concentrate on 
this summer s other major sporting 
event - Wimbledon. After all, it was 
only two years ago when the big name 
behind Tecmagik’s latest release 
stepped onto the centre court to win 
the prestigious singles title. Andre 
Agassi Tennis concentrates on the 
sport s most colourful personality at 
his rip-roaring best. 

The game serves up three different 
modes of play and you can practise 
your volleys against a ball machine or 
human opponent, participate in an 
exhibition match for money, or just 
take part in a simple knock-out 
tournament. 


A Gosh i, o really tense 
moment in the doubles 
match. 


<] As with every other 
tennis game, the best 
way to win is for one to 
play at the front or back. 

There are three court surfaces to 
choose from, and you can pick your 
budding champion from both male and 
female competitors, although our man 
Agassi is the only big name in the game 
(so you won t be able to replay his 
crashing defeat against Sampras last 
year!). 

Although I was quite looking forward 
to seeing this game, my eagerness 


KEITH 


At least Brooke still loves you, Andre! 


like Agassi’s hairbrush! 

























WHERE’S 

McENROE 


GEORGE KING RON PEPPER TIGER BALL 


PR ODUC ER 

TECMAGIC 

SUPPLIED BY: ZAP GAMES 
( 0532)590077 

PRICE 


RELEASED 
US IMPORT 
GAME TYPE 
SPORTS SIM 
CART SIZE 


A Practise 
against a Daiek. 

t> The skins 
gome allows you 
to play for money, 
not clothes, 
unfortunately. 


turned to bitter disappointment when I 
first flicked through the nicely digitised 
intro screens to discover some 
decidely meagre options. The graphics 
are very poor indeed, okay they’re fast, 
but the jerky player animation and 
over-responsiveness of the controls 
make justifying this as a worthwhile 
package pretty damn tough. 

Getting into the flow of the game 
takes considerable patience and this is 
a direct result of the dodgy collision 
detection which often makes bad line 
calls and results in plenty of “that ball 
was in!” arguments with other players. 
There were many instances when I 
stood in a prime scoring position, drew 
back my racket in preparation for the 
ball, only to swipe at thin air as the ball 
rebounded off my bonce! 

Although you get used to this after a 
while, the problems keep coming. I 
found the way in which the action 
freezes whenever a point is won or lost 
particularly annoying. On the plus 
side, the skins game is quite fun, 
where players try to win money, and 
the sound effects are reasonable but 
not up to Smash Tennis standards. 

On the whole though, I found Andre 
Agassi Tennis too fidgety to be truly 
enjoyable. You never feel as though 
you make good contact with the ball 
like in Smash Tennis. Not even the 
doubles game, which can usually bail 
out a flagging tennis sim, can save the 
day because the action is dull and 
uneventful. 

In all honesty, the only satisfaction I 
derived from this game was laughing 
insanely at Andre’s corny quotes in the 
manual, and that’s not reason enough 
to part with 50 smackers! 


wt 


It’s 

not 

as 

good 

as 

Smash 

Tennisl 


THEN? 


These swarthy 
mutants are the 
players on offer. 
Choose wisely! 


ANDRE AGASSI BOB CHIN 


CAROL ARK CASSIE NOVA DON MATT 



FEATURES 


m 

NONE 


r~' 

CONTROLS 


NO FUNCTION 


NO FUNCTION 


RATINGS 


GRAPHICS 

II 



GAMEPLAYji w 

LONGEVITY 52 

OVERALL 


m Fonts 
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I can’t figure out if l I L*> 
the timing of this \ \<^ / j 

release has coincided \ Jh 
badly with the release 
of NBA Jam or whether it’s 
just jumping on the band wagon. 
Anyway the sad fact is, that this 
comes nowhere near the standard 
of the aforementioned. It’s 
unfortunate really because it’s not 
a bad game, there’s loads of 
different dunks and plenty of in¬ 
game options and it even plays 
well, but when there’s a game 
called NBA Jam around you only 
need to play one basketball game 
and believe me, Barkley is not the 
one to Jam with. 


RARKLEY 


A Some stereotyped surfer dude 
attempts an impressive hoop! 


PR ODUCE R 

ACCOLADE 
(081)877 0880 

PRICE 

£TBA 

RELEA SED 
MONTH ’94 
GAME TYPE 
SPORTS SIM 
CART SIZE 
12MBit 
FEATURES 

PASSWORD SYSTEM 


It would appear that MlBlHl HiiE r 

Basketball mania is 

sweeping the 

nation, with several 

tie-in games currently bombarding the 

shelves. Acclaim got in early with perhaps 

the definitive “Jam” simulation, so what 

are the prospects for the next best thing in 

the shadow of the mighty NBA Jam? 

Barkley: Shut Up and Jam! is what 
“Jammin” is all about, a no-holds barred 
two on two battle in some of the most run¬ 
down, graffiti-covered — - 

asphalt courts 
imaginable. The game 
features 16 different 

all over the United ® 

States. Each has their -- 

signature moves; c / rx \ 

similar to NBA Jam , 

except these are more 

varied and far-fetched, " ^ ■ |111 

with an option for a three player multi-tap! 

The action is very similar to NBA Jam , 
with the court viewed from the side, and 
players running around frantically trying 
to maim or outwit their opponents. 

The first thing that strikes me about 
Barkley are the inferior .. 

graphics. The sprites are 
rather blocky and lack the 
smooth animation of NBA 
Jam. The various 
backgrounds are also 
unimaginative, lacking any A 

precise detail to make them f —-—— 
truly authentic. _ 


KEITH 


CONTROLS 


bet Beth will be 
impressed with 
this fancy move! 


rootfi; 




RATINGS 

GRAPHICS 


However, I was pleasantly surprised at the 

^-V* wide range of dunks available and this made 

~ \ playing Barkley very enjoyable, especially 

when trying out the different players to see 
what magic they could conjure! 

Another crucial point in Barkley’s favour is that the 
computer team-mates use their common sense to help 
in your wins. If the clock is running down, they'll shot 
from anywhere on the court to help secure the victory, 
rather than bob around waiting for you to pass to them! 

Barkley also boasts slick presentation and the motley 
crew of budding stars is excellent, although the game 
isn’t helped by the dire sound effects. The tunes are 
reasonable enough, but the on-court grunts and puny 
crowd noises are pathetic! 

If more time had been spent brushing-up the graphics 
and sound. Barkley would have been a major contender 
for the ultimate basketball crown, but as it stands, it is 
ultimately overshadowed by THAT game! , 


GAMEPLAY 


OVERALL 


OUND 


5 

4 

















































KEITH 


I played this yonks 
ago on the NES and 
it hasn’t changed in 
the slightest! You would 
have thought the levels 
would include more enemies or 
traps, but all the programmers have 
done is improve the graphics - and 
you can’t exactly call them 
stunning. The moves are exciting, I 
love the way you can smash the 
thugs through the floor with your 
giant fists, and touches like eyes 
popping out of their heads when 
huge bosses appear, are 
commendable. However, it’s far too 
annoying to play for any length of 
time and I really hate the way you 
can be killed, only to appear 
underneath a crusher ready to be 
pummelled once more. Not the best 
scrolling beat-’em-up for the Super 
NES, go for Maximum Carnage. 


Not a match made in heaven! 


PRODUCER 


RELE ASED 
SEPTEMBER ’94 
GAME TYPE 
BEAT-’EM-UP 
CART SIZE 
8MBit 

_ FEATURES 

NONE 


CONTROLS 


NO 


FUNCTION 


NO 


FUNCTION 


PUNCH 


NO 


FUNCTION 


RATINGS 


GRAPHICS m 
SOUND 02 
GAMEPLAY 751 


LONGEVITY ; 

OVERALL 
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Battletoads & DD is basically the same as the NES 
version, even the graphics lack any 16-bit spark 
whatsoever, apart from a very nice intro. The small 
sprites are especially drab, especially, the Dragons, who 
move just as stiffly as they did in the early Eighties! 

To be fair there are plenty of good ideas, such as the way 
the action can change from platform beat-’em-up to 
abseiling down a sheer wall in just a few steps. And I also 
liked the variety of moves available to the characters, and 
the way they change from level to level. One minute it’s a 
large boot, the next you are batting robots with huge poles, 
or pummeling the enemy into the ground with out-sized 
fists of fury. It’s just a pity that everything else - 
backgrounds, sprites, level design, animation - is so 
boring. 

As a beat-’em- 
up it plays well, 
with amusing 
over-emphasised 
moves, but once 
you’ve been 
through it all, 
you’ll never want 
to see this cart 


REVIEW 
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033250 




RYAN 


A The Dragon demonstrates exactly why you shouldn't attack him with a pole! 


I Zzzzzzz... oops, 

sorry I dropped off 
for a minute there! 

— •— Perhaps I shouldn’t 

t L_Ij have had that last game of 

■ fi * ,- Battletoads & DD , a very lame game 

H that brings two beat-’em-up forces 

together in one game and succeeds in 

f - J tarnishing both of them. 

You can opt to play either Billy or 
Jimmy, the two rock ard dudes from 
Double Dragon , or er... Zitz, Rash and 
Pimple, three teenage mutant ninja 
frogs from the Battletoads games. 

———77 -TT You may be wondering how on earth 

ttack him with a pole . an yone can dream up a story to 

combine these ultimate rumbling dudes, well believe it or 
not Sony’ve cracked it, listen to this. 

Apparently, the Dark Queen’s Ratship is heading for 
Earth, but luckily the toads have spotted it and plan an 
attack. But (wait for it), it’s too big a task for them to handle 
on their own, so the Dragon posse are brought in to offer a 
hand. (Rapturous applasue, curtain.) 

With this unlikely plot in place, all that remains is to 
choose your character from the four on offer and whether 
or not are playing simultaneously with a friend, then you 
must fight through six of the Dark Queen’s most dangerous 




















REVIEW 




( DAMIAN 

So far. Super NES 
owners have only 
had one choice 
when it comes to 
boxing games, and 
that was Riddick Bowe (George Foreman's 
is far too bad to consider). Now, Legends 
of the Ring (originally from ElectroBrain in 
the US) has arrived, courtesy of Bandai. 

The game features an exhibition mode 
(for one or two players), boxing legends 
match, and of course the career mode. The 
latter allows you to create your own boxer, 
including colour of skin, fighting style, 
knock-out punch, and you can also 
individually beef up moves to suit your 
repertoire. If you prefer attacks from the 
right for example, then add strength points 
to your uppercut and head punches on 
that side. 

When all s said and done, you enter into 
fights with ten swarthy half-mutants who 
disguise themselves as professional 
boxers. When I think of boxing legends, 
the names AM, Fraser and Henry 
Cooper come 
to mind, but 
Legends of the 
Ring totally 
ignores these 
bygone heroes 
and instead 
lets you play 
with the likes of 
Haggler, 

Hearns and 
Robinson. Not 
bad blokes, but 
hardly boxing 
legends! 

Punch drunk or 
panto? 




A Never bet on the white 


A Before each fight, the 
combatants are shown ir 
ringside ticket. 


«V of 
THE RING 



The graphics are large and colourful; 
taking you ringside for the full gore, as 
every devastating, bone-shaking punch 
sends droplets of sweat and blood all over 
the ring. The boxers are for the most part 
well drawn, but only having one or two 
frames of animation for each move is a 
serious limitation. The worst of it comes 
when you try to get up after a knock-down, 
and your boxer goes from flat on his back to 
standing straight in just one move - almost 
as if he teleported! 

This game contains some great features 
which set it up above all the others in my 
opinion. If you can forgive the Thunderbirds 
puppet of a ref, then you’ll enjoy this game. I 
particularly liked the way the screen grows 
darker, the closer you get to 
unconsciousness, and the way your face 
swells and bruises as you get hit. 

They've even managed to include the girls 
in bikinis between rounds which is often 
missed, but unmistakable whenever you 
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What a brutal, 1/ // 

bloodthirsty and * f | r^Sv^ 

violent game this ' 

is, I love it! I 'N y' x 

Normally I am a 

pacifist but when one is confronted 
with something which can relieve 
stress in such an effective manner, 
you just have to play it over and 
over again to make sure every last 
drop of brooding pent up 
aggression is released. The thrill of 
poleaxing some of the best fighters 
ever to set foot on the canvas is 
unsurpassable. The graphics and 
animation are heavyweight 
standard, seeing Sugar Ray 
Robinson’s face twisted and beaten 
to a pulp and then watching with 
glee as he crashes to the floor is 
almost overwhelmingly satisfying. 
The sound is gruesome, every kind 
of punch has an effect to go with it, 
whether it’s a thudding overhead 
right or a wickedly vicious 
uppercut to the head, there is a 
suitably lethal sound effect to 
accompany it. If you’re feeling a bit 
tense, then punch this into your 
Super Nintendo. 


T%iTI7T3/j 


Boxing Legends 1 ( 

has got to be one \ y 

of the most realistic\ c ^ > C 
boxing games ever. 

The attention to detail is^"* “ 
fantastic, with digitised refs, 
models in skimpy bikinis and tons 
of blood! Although the action isn’t 
quite as frantic as Riddick Bowe , 
immense satisfaction is gained 
from watching your opponent’s 
face slowly become more and more 
battered as your punches take 
effect! I especially liked the way in 
which your eyes close over in the 
one player mode, thus making 
everything dark and difficult to 
distinguish. Despite its many plus 
points though, Boxing Legends is a 
little too limited in the career 
aspect for long-term enjoyment. 


BOXING* 


turn on the telly. It may be sexist to have a (dodgy side 
of 40) woman with “Daily Mirror" plastered across her 
Jk mammoth mammaries, but this is a simulation, and 
I sims must be realistic and accurate - right? 

Always a worthy addition to this genre is the career 
y mode, but this one doesn’t offer much scope for 
training or arranging fixtures. The closest you get to a 
gym between fights is a sad screen where you add red 
spots to punching power, stamina or chin, and this ruins 
the realism that, up until now, had seemed to be at the 
forefront of the programmer’s mind. 

Can any form of boxing be fun? Legends of the Ring is 
certainly enjoyable if you’ve got a few mates who you’d 
really like to beat up in the fast and furious two player 
mode, but fighting the computer is never as fun. 

When comparettto Riddick Bowe, Legends of the Ring 
is better because it offers the attraction of real pixelated 
blood. But more of a management function could have 
prolonged the one player’s longevity. As it is, you will soon 
get bored of boxing, and only drag it out when you want to 
get rid of some aggression. >4 
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A What happened to Hearns? Oh, yeah -1 forget to 
fight the other guy while I was taking this grab. 
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After 50 years, the legend keeps rabbiting on! 
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The moment I 
clapped eyes on 
Bugs Bunny I was 
totally stunned, I 
haven’t seen 
cartoon graphics like this since 
Tiny Toons'. I must admit that I 
wasn’t a great fan of SunSoft’s 
previous Looney Toon games such 
as Daffy Duck , Taz-Mania and 
especially Road Runner. Although 
all of them boasted fantastic 
visuals, the playability was let 
down by dodgy controls or 
repetitive gameplay, so needless to 
say I was rather sceptical when 
approaching Bugs Bunny. Imagine 
my surprise when it turned out to 
be a top-class game full of cracking 
humour and crammed with 
excellently varied levels. A great 
V^game of the highest quality! 


RA88IT RAMPAGE 


What really impresses me about this 
game are the hundreds of hilarious 
comical touches that turn it from a normal 
platform game, into an episode of the 
Three Stooges'. Mice parachute out of 
trees, bulls thunder into an anvil coated in 
a red blanket, Elmer Fudd has a gun 
misfire and has all his hair singed off, and 
the cowboys lose their trousers; revealing 
boxer shorts - while all the time Bugs 
calmy chews on a carrot and gives the you 
a smug wink. Brilliant. 

The programmers have obviously aimed 
to make this the best translation of a 
cartoon character ever - and they’ve 

V In the bullfight, Bugs must lure the raging bull into each 
target to reach the switch on the left. This opens the gate. 




This cannot be the 
Super NES. 

Obviously 
Marubeni have 
invented a mini 
video and this is the real Bugs Bunny 
cartoon I’m watching. Either that, or this 
game has the best graphics I’ve ever 
seen. Bugs Bunny is the follow-up 
cartoon caper from the people who 
brought you Daffy Duck and soon Speedy 
Gonzales , but it is without doubt the best 
game from this stable so far. Cartoon fans 
prick up your ears - I bring good news. 

The plot is simple, well, it has to be 
because the game is so tough! The 
master animator is trying to rub out Bugs, 
and it is your job to guide the wily wabbit 
through ten levels, for a fight with the guy 
who wields a brush. In your way are the 
baddest collection of cartoon villains - all 
of which have been hastily sketched with 
huge weapons and traps to end Bugs’ 
days. 
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A Once you've defeated Elmer ,; Bugs plugs his gun. Ha, ha! 

succeeded! I loved the way that the screen is 
painted on at the start, and the way Bugs is 
rubbed out when he loses a life. Other touches 
include the carrot energy bar, and the excellent 
falling anvil and safe trick (has to be seen to be 
believed!). The only problem I found with the 
control of this game, is that you cannot keep 
bouncing on the enemy like you can in Mario. 
This means after one bounce, you fall into their 
salivating jaws! 

The trend for superb graphics with a heavy 
dose of humour and slapstick, first used in 
Bubsy is continued here in fine style, and 
Bugs easily surpasses Bubsy in both style and 
content. Everyone’s favourite wabbit is 
incredibly well animated, with a spine¬ 
snapping high kick and bottom bounce for 
disposing of enemies. He even pulls funny 
faces and quips amusing one liners when you 
leave the joypad alone for a while! 

All this is formula stuff when you consider 
this over-used genre contains classics like Mr 
Nutz, Daffy Duck , Road Runner , Taz-Mania and 
Bubsy , but what makes Bugs Bunny really 
scale new heights in video gaming is the 
wealth of original, well thought-out and damn 
right clever ideas that have all been 
crammed into this 12Mbit cart. The 
level numbers are a good 
example. Level 1-1, okay, 
nothing wrong here, but when 
it goes straight to 2-1, then 
2001, then 3.14564747 - you 
begin to get worried! 


The first level is set in ice, and it is here that the 
ingenious inclusion of the rabbit holes is first 
introduced. You basically press Down and B, and 
Bugs drops through the hole to appear further on 
in the level, or down into a room full of bonuses. 
This is particularly useful when you are fighting 
Elmer Fudd, because you can nip from one end of 
the screen to the other and avoid his rabbit¬ 
seeking shotgun bullets. 

My personal favourite level so far (there are so 
many that even I haven’t got to the end, yet!) is the 
bullfight, which has you luring a bull into targets in 
order to break the walls you need to escape. The 
graphics here, as in the whole game, are spot-on 
perfect recreations of the Warner Bros cartoons, 
with the whole cast watching the fight from the 
stands, as a massive black bull charges at you like 
greased lightning! 

I wish I had the space to go on and on, because 
Bugs Bunny is one of those games that you can 
talk about for hours. Each of the many varied 
levels-Taz-Mania, 2001 (with Martians!), Wile E 
Coyote and Yosimite Sam - look stunning, and all 
the speech is uncannily good (like Werther’s 
Original). I particularly liked the “What’s up doc?” 
sample. Classic! 

The upshot of all this unashamed praise is - get 
Bugs Bunny now if you are tired of boring, 
humourless platform games. Superb! ^ 
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I can feel the scorn 
being poured on me 
by the other 
members of the team 
from here, but Bugs Bunny " 
was a let-down. I wanted to be 
favourable about it - it’s by far the 
best of the Warner Bros licenses so 
far, but it was not to be! The 
graphics and animation are 
wonderful... but the gameplay is the 
same old yawny Bubsy -style stuff 
all over again. Even the occasional 
change from the format (like the 
bullfight) just isn’t enough to lift it 
out of the rut. Warioland showed 
that there is still life in the platform 
format, but Bugs Bunny just 
^shovels the dirt back onto its coffin^ 
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KEITH 

The Chaos Engine 
is a conversion of 
the Amiga game 
which was 
released last year. 

Basically, it s an overhead scrolling 
shoot-‘em-up along similar lines to 
that old classic, Gauntlet. One of the 
main selling points of the game was 
the brilliant artificial intelligence 
programmed into the enemies and 
your computer controlled partner. The 
team behind the game (Bitmap Bros) 
have also been responsible for 
massive hits like Speedball 2 and 
Gods, so you come to expect high 
quality from them, and I have to say 
that they haven’t disappointed. 

The Chaos Engine is set in 
Victorian England, where Baron 
Fortesque’s lust for knowledge and 
power eventually leads him to create 
the ultimate monstrosity - a machine 
which alters time and space, and 
changes normal people into ravenous 
wolves - The Chaos Enginel It is your 





your mission. 




Nothing to do with 
servicing a Morris Minor! 
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task to assemble a band of hardened 
mercenaries, find this abomination, 
and destroy it to save the world. 

You start your quest by deciding 
which two warriors will form your 
team, one of which you will control, 
the other is the computer or player 
two. There are six fighters to choose 
from, each of them has a specific gun 
suited to their particular style, and 
different attributes such as speed, 
health and wisdom. 

Wisdom is very important to look 
out for when choosing your computer 
controlled opponent - the higher the 
wisdom level - the smarter the 
character. This means he (only beefy 


The Chaos Engine 
looks great, with 
detailed sprites, and 
stunning scenarios. 

However, the gameplay is a 
rather tired and repetitive affair, 
being very reminiscent of the old 
Gauntlet games. If you like this sort 
of thing then I have no hesitation in 
recommending it, although in my 
opinion it plays second best to 
Zombies in terms of excitement 
and style. The intro music is 
excellent and the various screams 
and gun effects in the game also 
do well to convey the atmosphere, 
but in the long-run this game 
doesn’t really offer much in the way 
of originality. Not bad, but Zombies 
has already established itself as 
the cream of this genre. 


H OF GAME! 
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The Chaos Engine may l 
be an unmatched \ 
classic on the Amiga, \ 'jjxr 
but on the Super NES it 
faces stiff competition from 
Konami’s Zombies , and in most 
respects it comes off second-best. 
The steampunk’ setting is unusual 
and interesting, and the various 
characters and weird mutants have 
that characteristic Bitmap Brothers 
‘look’ about them, but the game 
itself is, in essence, a Victorian 
Gauntlet. Trog around, shoot some 
freaks, collect keys, get hit by 
lethal baked potatoes (well, that’s 
what they look like), shriek as you 
die within seconds, curse at the 
horrendous slow-down... Sorry, 
Microprose, but Konami win by 
miles on the maze-mayhem front. 
Zombies is the one for me! 
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A *Hey Gus, fancy a mercenary sandwich?" Our guy's gonna have 
to come up with something SPECIAL here, what can he do? 


brainless types need apply!) will go for 
power-ups, shoot more accurately, and 
even run away if things get too intense! 

This is a brilliant idea and you can use t r ' ^ 
it to your advantage by keeping back on 
the harder levels and letting your 
partner take the flak. Inevitably ¥ < 

however, he bags all the power-ups and ^ 
the money! A, 

The action is viewed from above and 
features some very detailed characters 
and backgrounds, with the distinctive “ 

Bitmap metallic sheen on everything. The aim of 
each level is to activate a number of nodes and 
open the locked gate at the end. You’ll know 
when one is activated, as your player 
triumphantly announces ‘node activated". Dead 
simple, and “dead" is what you'll be if you are 
not careful! 
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Beautifully animated monsters appear 
immediately on all sides. Frogs jump, beetles 
dart here and there, and others just come at you 
with absolutely no mercy! When you kill a foe, 
with a slightly out of place explosion, they will 
drop some money, this is worth saving because 
you have the option of buying power-ups from 
the shop later on. 

You can also find power-ups lying around, 
although these tend to be well hidden and often 
involve killing particular monsters first, or 
shooting false sections of wall. There is 
absolutely tons of secret stuff to find and the 
methods of discovery vary from blasting walls 
to activating nodes in a certain sequence. 


GAMEPLAY 


A Node activation can produce some spectacular effects. 

The Chaos Engine consists of four worlds to 
explore and each of these has four levels. 
Unfortunately, I found that The Chaos Engine 
became a bit repetitive once I reached the third 
world. However if you’re a shoot-’em-up fan then 
you probably won’t be able to put it down. This is 
fine game, well programmed, smart presentation, 
and worth buying for its original storyline, but 
Zombies (viewed from the same angle and also a 
shoot-’em-up) is far better. Worth a look if you do 
not have a game like this in your collection. 4 
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This madness 
began with 
Defender in the late 
Seventies. The 
object was to blast 
everything in sight and rescue small 
indistinct blobs from advancing aliens 
- classic stuff. Nowadays, the aliens 
have been replaced by terrorists, and 
the graphics have improved, just a 
little. Choplifter III is the latest in a long 
and distinguished line of shoot-’em- 
ups featuring a small helicopter against 
innumerable odds. Previous 
incarnations have seen Choplifter II on 
the Game Boy and of course the coin¬ 
op. but this is the first time the Super 
NES has experienced the phenomenon. 
Beware, you must like mindless 
violence to read on. 


I love the smell of 
napalm in the 
morning! 


V This satellite view appears at the beginning of 
each mission. Shame it couldn 't have bten usid to 
greater effect, really. 








Blow these huts to kingdom come! 
Inside are vaulable hostages. 


This section is deceiving because 
it is overlooked by loads of snipers. 



As in most blasting games you play the clean 
shaven top pilot of a Huey Cobra attack helicopter 
and your mission is to rescue a set number of 
hostages and POWs from four separate war zones 
adn ferry them back to base. Your chopper is 
equipped with normal guns, but you can also 
collect extra firepower such as homing missiles, 
napalm, bombs, flares and even limited 
invincibility (handy for defeating guardians). 

The graphics are on a par with a coin-op and 
are well detailed, with particularly excellent war 
vehicles like the Scorpion tanks and APCs. The 
backgrounds are all parallax scrolling and this is 
particularly effective in the city level where you 
race between tall pipes and a burnt out building. 

Like Defender , you must swoop in low and pick 
up the waiting hostages, whilst avoiding missiles 
from the enemy. In the first level, this means 
fragging huts in a Vietnam-style jungle and 
watching out for snipers, but other levels pit you 
against a battleship fleet, a war torn city, and even 
some underground missions. 


The quardian at the end of level one is a massive 
ttletonk. Stay at the top and shoot down to defeat it. 
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These rebel bandits will swivel around 
to keep hitting you as you pass. 


mum 
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The power-ups throughout the game 
are parachuted in, shoot them to get 
the bonus item or you lose it. 





WEA 



You didn’t expect to fight the enemy with fluffy pillows, did you? This 
is a list of the powerful aresenal at your disposal; use them wisely and 
try not to hit any small children or old people. 

HOMES 

Basic death 
weapon - these can 
be used to take out 
small huts. 




CIIAFF 

If you have missiles 
on your tail, drop 
one of these and it 
will miss you. 



HOMING MISSILE 

Fire off one of 
these and they 
home in on the 
nearest big target. 

MISSILE 

More powerful than 
bombs, but they 
only fire in a 
straight line. 

SMART ROME 

Destroys 

everything on the 
screen with one big 
bang! 





LADDER 

You will need this 
on the second level 
to pick up POWs 
from dinghies. 

NAPALM 

Small and 

disappointing burst 
of flame, useful for 
taking out soldiers. 

SPREADING SHOT 

Sends out three 
balls of fire in a 
large dome shape. 
Very useful. 




ooooo on 


You may think we’ve been incredibly lazy by only 
mapping the first level for this review, but hey - we ll 
be covering Choplifter III in the tips section soon, so 
you’ll have to wait. The first level is set in the jungle - 
just like Vietnam, man! The main dangers are 
fanatical bandits taking pot shots at you, a couple of 
tanks, and some nasty big guns at the end. The huts 
all hide hostages so blast everything in sight and 
make sure the civilians don't get fragged by mistake! 





A This is the huae level 
one guardian. Blow up 
all the buildings, then 
shoot the big gun to win. 


Every time you fill up 
with POWs, ferry them 
bock to your friendly 
base and drop them off 
for more points. 


There are four main levels in this battle test, but 
each has four sub levels including two huge 
mechanical guardians at the end. The hostages all 
wave their arms as you approach, but animation is 
limited and I would have preferred to have seen 
some huge explosions instead of the rather tame 
puffs of flame. I think Ocean could well have taken a 
leaf out of Capcom’s book with theirlW Squadron. 
Here is a game that has brilliant graphics and sound, 
plus the added attraction of kick~in-the-goolies 
explosive action. Choplifter III lacks some of that 
punch, but it is still highly enjoyable and just as 
involving. 

The proceedings are watched over by your 
commander from an orbitting satellite, but far more 
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Some of the enemy have missile 
launchers rather than normal guns. 
They are also heat-seekers. 
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Beware of suspicious open spaces. 
Why would the enemy leave some 
POWs to be rescued? 




could have been made of I fl#J 

this interesting angle. In iNiPRIVPil 

Metal Marines for example. 

you are given advice before 

the mission, and this would UfiXU&Uuyi 

have been a good idea in B SlmmUSfm 

Choplifter III. Also, I think l3yECUUU|| 

this game could do with Ij&QEESS 

being a lot more difficult 

and longer. The coin-op BaS£Q3B£| 

was fiendishly tough, but ■SjffiuUSb 

this made you want to KjyMpUjS 

waste all your dinner money 

trying to get to the end. pESEiUQB 

I have to say that 

Choplifter III is well KSQSDSQS] 

presented, like all games EhpimEIS 

should be. The title screen ESpUEUfuly 
features a great picture of a ESjjElEtiU 
menacing helicopter, with 
spinning rotor blades, and 
there is a comprehensive 
list of options including 
useful passwords for each level 
and two difficulty settings. The difference 
between the two is that one allows you to 
kill the hostages if you fire at them. Not a 
huge difference you might agree, but 
believe me - it is incredibly annoying to 
accidently blast your one remaining captive 
right at the end of the level! 

Apart from the well drawn graphics 
(although nothing can match the superb 
Bob Wakelin box artwork!), this game also 
has some meaty gun sound effects and 
music, but I think more explosion noises 
and a decent rotor whomp could have 
made it even more effective. Desert Strike 
showed just what real gritty combat sounds 
like. 

I quickly found that the real challenge in 
this game is not necessarily rescuing the 
POWs from the enemy’s clutches, but trying 
not to kill them all as you mercilessly rake 
the terrain in an insane blood lust! The 
enemy make it very difficult for you by 
positioning themselves right in the middle 
of the hostages: literally daring you to 
shoot them. This adds spice to the 
gameplay and it is one of the reasons why 
Choplifter III is so compelling. 

You can be fighting a strong headwind as 
you hover over a rolling battleship, the air 
black with AA fire, jet fighters hurtling in, 
and some starved allies shouting for help. 
The only thing to do is grit your teeth, pitch 
the nose into the fray and use that ever-so- 


t> Use the ally repair stations to replenish your 
flagging shields and get back into the action. 

V "Battle stations!" jin sad Sean Connery 
Russian accentJ Level two is set in the ocean. 
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BTOI^RESS 

As we go to print, Sony Imagesoft 
have gained the rights to release 
Choplifter III in May. The price is | 
unconfirmed at time of writing. 





handy rope ladder to drag the hostages clear. If 
this is your idea of fun, then look no further 
because Choplifter III has it in spades. 

The only game like Choplifter that I can 
remember was on the CBM64, called Battle 
Valley. This was a similar idea, but you could 
control either a tank or a helicopter; using the 
chopper to bridge gaps so that the tank could 
reach the forward base. The graphics were 
worryingly similar, but Choplifter III would have 
benefited from more vehicles to control like 
jeeps and tanks. Many gamesplayers might get 
bored with using the same transport for every 
mission and who can blame them? 

So how would I sum up this offering from 
software giant Ocean? Well it’s yer basic enough 
shoot-’em and rescue-em-up game, it sets the 
pulse racing, demands swift reactions and more 
than enough adrenalin to complete, and I think 
it’s damn good. My only quibble is that with only 
16 levels, you might complete it fairly quickly, but 


market and a definite bargin. Well done Ocean for 
taking this brave step. Now it’s your turn Nintendo 
- lower the prices as Sega have done, or you’ll 
lose the console war! > 



two is o massive 


battle station. 


ANDY 


L Level three is set in 
a war-torn city. Dodge 
in and out of me 
buildings. 

< Whoah! A battle 
hovercraft attacks! 


Damian might only I 
remember a Choplifter \ 
clone on the C64, but I 
remember the real thing 
terrific gameplay, but lousy 
graphics. Now Ocean have updated 
the Broderbund classic in style - 
terrific gameplay and terrific 
graphics! It only takes a few 
seconds to figure out the controls, 
then it’s all systems go as you 
swoop your gunship over enemy 
troops and shower them with 
napalm. Yaaa-hoooo! Just like 
Vietnam, man! (Sorry.) In a 
concession to the Nineties, the 
inevitable bosses have crept in, 
and there’s an armoury of shiny 
new power-ups, but the game plays 
just as well as it always did. 

Rescue your Super NES from 
overpriced dross with this fast and 
furious blaster! Now, how about an 
update of Choplifter' s follow-up, 
Raid on Bungling Bay? 


it is also the sort of game that you want to play 
again and again, so that may not be a problem. 

An important thing to remember with this top 
game is that it also costs only £39.99. That makes 
it the cheapest new Super NES game on the 


t> The guardian 
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Xou better split! Blue Suede Coo 
demonstrates the power of the quiff. 
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Remember Plasticene? I 
Those strips of 
coloured clay that you 
could mould into any 
shape? They were 
great fun. until all the colours got 
blended together and you ended up with 
a dried-up brown lump. 

Ocean s Clayfighter lets you relive 
those halcyon days of childhood fun. 
with two advantages; the colours won't 
blend, and you get to beat people up in 
that truly Nineties caring, sharing way. 
Well, sort of people. The bizarre mutants 
duking it out here make Blanka look 
about as weird as John Major. 

The protagonists of Clayfighter are 
fighters made of - yes! - clay, whose 
sole ambitions in life are to become 
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A claymation classic! 

King of the Circus by pounding the - 

others into dried-up brown lumps. 

Ranging from a lardy Elvis 

impersonator (my favourite) to an 

ambulatory snowman, these loons MP* — 

are impressively brought to life 

through claymation (as used in the 

Creature Comforts ads) which has 

been digitised and dropped into the 

Super NES. Digitisation of real* 

people has been done before, in | 

the horribly over-rated Mortal 

Kornbat . but the Clayfighters are 

bigger, and more varied and yr 

interesting to watch. As well as 

being great looking, they've also 


Can yer mo sew 




FIGHTING MAD! 


Whether It’s the 
bizarre morphing of 
the Blob, or the 
hilarious utterings 
of the Blue Suede 
Goo Elvis impersonator (complete 
with paunch), Clayfighter will not 
disappoint. The humour and level 
of sophistication of this first class 
beat-’em-up is absolutely spot-on, 
with superb graphics and 
animation on all the characters and 
a host of cartoon backdrops. 

Ocean deserve to do well with this 
(unlike the sad Soccer Kid). 
Clayfighter is without doubt the 
best beat-’em-up this year. Only 
Super Street Fighter stands a 
.chance against it. 


BAD MR FROSTY 

This frozen freak will 
stop at nothing to chill 
out his opponents... 
permanently. There's 
no business like snow 
business! 

ICKYBOD CLAY 

If he can’t scare his 
enemies into 
submission, he’ll 
settle for knocking 
the clay out of them. 
Ooooh-aaaaah! 


v 


THE BLOB 

The star of the 1950s 
B-movie has come 
out of retirement to 
give the other 
Clayfighters the boot 
- literally! 

HELGA 

More at home with 
Wagner’s Ring than 
the boxing ring, the 
pneumatic prima 
donna is determined 
to be top of the charts! 


BLUE SUEDE GOO 

A diet of cheese¬ 
burgers has given 
Blue the energy he 
needs for the 
contest. Be quiff or 
be dead! 

TAFFY 

Named after an 
American brand of 
sweet, this stringy 
psychopath is 
looking to take a bite 
out of you! 


BONKER 

Clowning around 
comes as second 
nature to this guy, 
but he’s deadly 
serious in combat. 

He flings a mean pie! 

TINY 

He might look like Mr 
Potato Head, but 
he’s as tough as 
they come. His name 
may be Tiny, but his 
punches aren't! 




















There has only n 
ever been one (I 

beat-‘em up which 1 
I consider to be 
worth playing, that 
of course is Street Fighter II Turbo. 
Clayfighter is the nearest any game 
of this type has come to knocking 
Turbo from the top. The characters 
are imaginative, funny and 
controllable. There is a wealth of 
moves to choose from including 
some devasting special moves. The 
graphics are superb and convey 
the feeling of humour and cartoon 
type action brilliantly. The only 
reservation I have is that when you 
connect with someone, there isn’t a 
convincing thud - it‘s a minor gripe 
about a generally top class game. 


Ocean have also 


from Interplay, the creators of Clayfighter. An 
excellent two-player racing game, it pits you 
against a friend (should you have any left) 
and the toughs drivers in the galaxy. Where 
Mario Kart was cute, this is rock hard, your 
vehic es being equipped with an armoury of 
missiles, mines and bombs, and it has the 
best soundtrack of any game evert SuperPro 
gave it 90% and a ProGold award in issue 11 
and we wouldn’t argue with that. Definitely 
one to look out for - it’s Bad To The Bonpi 


KEITH 


PRODUCER 

OCEAN 

(061)832 6633 


Bad Mr Frosty gives Ickybod Cloy a Swiss Koll to chew 


got some excellent speech - check out Blue Suede Goo s 
hilarious Hey, watch the hair, man!’’ 

Each of the eight fighters has a selection of the now- 
obligatory power moves, but where Ryu and his pals make 
do with boring old Dragon Punches, these malleable maniacs 
start off weird and take the fast train to Surrealsville. Helga, 
the operatic Valkyrie, hits the high notes to pop her 

opponents' ear drums, Bonker 
r --A the clown zings his head out on 

a spring to nut enemies from 
several feet away, and, most 
bizarre of all. The Blob (whose 
career obviously went downhill 
./ME# after starring with Steve 

b McQueen) transforms into 

M ] hammers, boots, boxing gloves 

and can 
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and circular saws 
even eat his adversaries! 

In one-player mode, the game 
follows the familiar best of 
three* route, the player taking 
on each of the Clayfighters in 
turn until that elusive crown is 
won. Control of the fighters is 
very similar to Street Fighter II: 
in fact, it's safe to say that if 
you can get Ryu or Guile to do 
““““ 1 their stuff, you'll be perfectly at 
home here. The actual fighting 
is done pretty well, considering the decidedly 
abnormal nature of the combatants. Punches and 
kicks connect solidly with satisfying sound effects, 
and the only complaint I have is an occasional 
slight delay in registering hits inflicted by a 
character in the air. This means you can be just 
about to wind up for a devastating attack, when 
you're abruptly knocked back by a punch thrown a 
few seconds earlier. But this quirk isn’t enough to 
spoil the game - Clayfighter is great fun. 

The big question, then - better than Turbo ? 
Answer - no. Let's face it, it’s going to take 
something seriously good to depose Capcom's 
cash cow from its 
throne. But that doesn't 
stop Clayfighter being 
hugely entertaining and 
riotously funny to ^ 

watch. Top marks to 
Ocean for picking this 
one up - if Chun Li's 
curvy charms aren't for 
you. play with some 

r> The Blob aaain cheating 
slightly by eating me opposition! 


CONTROLS 


The Blob gets ready to cut Taffy down to size. 


RATINGS 
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> Has any 
one seen 


A bit of clay goes a long way 


Picture the 
scene... an African 
jungle, tree 

canopies so dense _ 
the light barely 

sneaks through, creepers and vines 
hanging down tickling the thick 
layers of undergrowth that long for 
the refreshing caress of the sun’s 
rays and the pampering patter of rain 
(get on with it Keith!). 

Here in this self-imposed exile, 
Professor Putty has just perfected a 
technique of turning human beings 
into animals, using a spoonful of 
special serum and some clay. The 
local witch-doctors, however, decide 
they could use some of this 
themselves, and kidnap the Prof; 
leaving his son Clayton (ho, ho) 
behind as a small clay ball. 
Undeterred, Clayton sets off through 


here? I said 
I'd meet him 
at seven. 


the jungle with the monumental task 
of rescuing his father and the 
serum. 

Claymates is a tough game, but to 
help you along the way there are 
various different colour balls of clay 
which you can pick up; changing 
you into either a cat, rat, gopher, 
fish or bird. Some parts of the level 
map can only be accessed using 
one of these animals and you will 
normally be rewarded with plenty of 
goodies if you make it. 

Once a level has been finished 
collecting enough gems will 
transport you to an imaginative 
Mode 7 bonus game where extra 


A PACK OF MATES 


Each one of these animals has their own particular ability. Doh Doh can fly short 
distances, and Mukster defeats enemies with a quick flick of the paw. Oozy 
stuns the local wildlife with his deadly breath and Goopy is adept at passing 
through any underwater sections. Globmeister is a fearsome fighter with his 
endless supply of nuts, and Clayton the ball can pack a steamroller of a punch! 




CLAYTON DOH DOH BLOBMEISTER GOOPY MUKSTER OOZY 
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In my opinion, 1 // 

Clay mates V jSTT/i/ X ' 

reworks the } V 

standards set by / 

most platform games. 

The graphics are exquisite, 
boasting ultra-smooth animation, 
bucket loads of colour and plenty 
of humour to boot. I particularly 
liked the way in which only certain 
characters can be used to complete 
certain areas of the levels, thus 
adding a strategic element to the 
proceedings. The sound is also a 
jolly affair, with up-tempo tunes 
and great spot effects. The icing on 
the cake comes between levels 
when you must guide a couple of 
hapless robots around the gardens 
clearing your path to the next level, 
thus breaking down the platform 
monotony and incorporating other 
elements. Brill! 


Damn! Just when I was 1 
getting ready to attack \ 
the next unfortunate 
platform game that I came^ 
across, in a devastating 
tirade at the state of the software 
industry, and explain that platform 
games are in fact tools of 
Beelzebub himself, Claymates 
ruined everything by being far too 
enjoyable to slag off! Ocean seem 
to have developed an uncanny 
ability to pick up top titles for UK 
release of late, and Claymates will 
doubtless ensure continued 
employment for their ESP guru for 
a while yet. Ignore all the identikit 
licenced rubbish floating around at 
the moment, this is what you 
should be buying; big, imaginative, 
playable and challenging, 
Claymates turns Bugs, Yogi and 
Pink into warm winter coats! 


lives can be won. Another bonus game involves jumping 
in the air at the end and attempting to hit one of four 
letters with the intention of spelling “CLAY.” 

After ploughing through the level and sampling any 
bonus games on offer, you are then confronted with a 
simple Goof Troop type puzzle game. This involves 
guiding two robots around a maze with the aim of 
destroying obstacles in order to progress though to the 
next stage. This makes for a pleasant break from the 
platform action and ensures Claymates has plenty of 
variety, but is the main game any good? 

Most of the levels are absolutely enormous and include 
stacks of bonus rooms, hidden boxes and other helpful 
objects such as rising balloons, fans and high speed 
tubes. Claymates is played at such breakneck speeds, it’s 
hard to keep track of the amusing and interesting items 
that scream by. 

The graphics are immaculate and feature the highly 
acclaimed claymation technique, first used in Clayfighter. 
This made me wonder whether the characters featured in 
Claymates were in fact unwanted cast-offs from 
Clayfightert Visually, you can t take anything away from 
this game - it s colourful, well animated and includes 
many a curious enemy ripe for the offing. 

Where it does suffer though, is with the control method. 

I found it very similar to Roadrunner. When I attempted to 
jump on to a platform, the sensitive control method meant 

V Unfortunately, deforestation is called for to solve this puzzle. 
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A Get a bit of clay to clean out your pipes, that will do the trick. 

that the character veered all over the place and had to be 
right in the centre of the platform to stay put, which is very 
annoying in a pressure situation. 

The sound effects are very polished and they are used 
in abundance (like the great dog bark), and the title music 
is excellent - what we have now come to expect from 
Interplay s products - and will leave you humming it 
without even knowing. 

Claymates is without a doubt one of the finest platform 
games around, and the inclusion of the puzzle section and 
all the other novelties is a great bonus. The control 
method does let it down slightly, but I recommend it to 
platform fanatics. Just don’t expect anything radical if you 
already have far too many games in this genre. ^ 
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» 03 /re/ toad of 
Gorillas! 
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A Bock when monkeys didn't drink 
Pepsi, thev amused themselves by 
throwing barrels at Italian plumbers. 


S2S2SS 


KEITH 


> Use the spring to bounce up to 
the 1-Up, then run along to the left 
and rescue the maiden in distress. 


Donkey Kong 94 
is the first Game 
Boy game to be 
released which is 
Super Game Boy 
compatible. Curiously enough, the 
original Donkey Kong was one of the 
first ever arcade games to be 
manufactured by Nintendo way back 
in 1980. Another point of significant 
interest is the fact that this is 
another inspired piece of software by 
the genius of Japan - Shiguru 
Miyamoto, creative brain behind 
classics such as Super Mario World , 
Wario Land and the brand new Stunt 
Race FX. You don’t get a much better 
pedigree than that! 

DK 94 obviously owes a lot to the 
Super Game Boy in terms of visual 
appeal (just look at all that colour!), 
but bright graphics alone do not 
guarantee good gameplay and I was 
expecting something really special 
from this ’94 remix of a classic coin¬ 
op. Luckily, the raw, addictive 
qualities of the original are still intact 
and the whole game is significantly 
improved! 

DK ’94 is best described as a multi¬ 
directional, platform-based puzzle 
game. The first four levels are 
identical in terms of layout to the 
original arcade machine, but the 
majority of the 109 levels revolve 


V It looks like your favegal has been 
thrown into a dark room. Setter go and 
join her, before the monkey gets there! 
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Some games are l) ) 
destined to be 

classics and as <T V ( 

soon as I heard the ( 
words “Donkey 

Kong” and “Shigeru Miyamoto” in 
the same breath, I knew that DK 94 
was one of them. The graphics are 
not what you’d call incredible, but 
what there is is well drawn, and 
Kong in particular is excellent - I 
loved the way he grabs the girl by 
the hair and drags ’er kicking and 
screaming up to the next level. Like 
Super Mario World , this has the 
mysterious ingredient X - a form 
of playability that instantly grabs 
your attention and holds you there 
until you’ve completed the game. 
From the moment you hear that 
little Game Boy ping you can kiss 
your social life goodbye. This is as 
good as Link’s Awakening and 
Monster Max, and ranks as a 
contender for game of the year. The 
best fun I’ve had in ages. 


A Kong's fireman training pays dividends. 

< Collect the bonus items to stand a chance 
of winning extra lives. 




around the simple idea of putting the key in the keyhole. 
Original? Definitely not. Compelling? Remarkably so! 

It is exactly because the concept is so simple and the 
game is so easy to play that DK '94 is almost impossible 
to put down, and the battery back-up just serves to 
increase the addictiveness because you can start right 
where you left off. With over a hundred levels, this is an 
essential feature. 

Sticking with tradition, Nintendo have included a 
cascade of bonuses, like the fruit machine and roulette 


rs seems to give you just one extra life! 


A Another bonus game , which always 


table which can be reached when all three bonus items 
have been picked up. Find these and you’ve almost 
certainly bagged yourself a couple of extra lives. 

Aside from the key finding, there are also numerous 
switches to pull, that can instantly change the direction 
of lifts or open doors to allow exploration of the levels. 
But one of the best features in my opinion is the switch 
blocks which allow you to place ladders or platforms 
anywhere on the screen. These are used to bridge gaps 
or reach out of the way ledges, but I found it adds an 
intruging puzzle element to the already teasing levels. 

Mario himself is a nimble little fellow and can perform 
tricks such as super jumps, and by pressing down and 
jump you flip into a neat handstand (used for trapping 
barrels) or even launch into an incredible ultra high mid¬ 
air somersault - very useful for reaching high platforms, 

< Kong looks confused, maybe he's blinded by the colours. 





























































































JJjJ 4SX Switches , kevs, lifts there's just so much in 

IfitV ^ ,s 9 ame I can ’ control my fingers. 

Km », _ . gY Nintendo’s plucky plummer is 

Hi' also very adept at swinging and 
springing from clothes lines, not 
IcjLuKmj XjU to mention climbing vines and 

3 riding rodeo style on the backs of 
f y enemies! All this, and there’s still 

Lm J;lv y room for the hammer blitzing from 

J the original. Perfect! 

The major talking point of DK 
y 94 of course is the graphics, and 
.jrjw why not (as Barry Norman would 
7X say)? The Super Game Boy 

definitely increases its appeal, but 
the main point is that Nintendo 
have produced yet another 
corking Game Boy game - the fact 
that it can also be played through 
the SGB is a terrific bonus, but it should not detract 
from the fact that it is a great game in itself. 

The graphics throughout are some of the best yet, 
i with an excellent representation of the coin-op 
; cabinet, imaginative level designs, and even some 
P filmic sequences between levels showing Kong 
desperately trying to escape from Mario, but failing as 
usual. 


Donkey Kong rubs I 
salt in the wounds y 
of lesser games that } 

have the nerve to 
stand up and be counted 
as a platform contender! The funny 
thing is that Donkey Kong is as old 
as the hills and obviously showing 
no sign of retirement judging by 
this Game Boy conversion. The 
concept behind Kong is instantly 
appealing and simple to grasp, the 
way in which it combines puzzle 
and platform action is a match 
made in heaven. Unlike War/o, this 
game really does require a bit of 
grey matter to get ahead, and with 
a level tally to rival that of Mario’s 
other outings, the challenge will 
continue to enthral and baffle for 
weeks and maybe months to come. 
This was the first game I played 
through the Super Game Boy and I 
was definitely impressed with what 
I saw, but with or without colour, 
Donkey Kong '94 is one game 
you’ve just got to have! 
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A Those bins serve as 
trampolines as well as 
waste disposal 
facilities , but you 
won't find a grouch. 


PAUSE 


All this, plus high quality stage 
screens showing the game route set 
against a picture of a pirate ship, a 
forest or a cityscape to name but a few. 
This just serves to enhance the value for 
money that DK '94 represents. It’s 
cliched I know, but there’s just so 
much in it! 

Even the sound is notable, 
especially the excellent screaming at 
j the beginning of each level, plus a 
variety of cheerful little ditties 
f designed expressly to annoy 
\ someone sitting next to you on the 
train. 

There is not a single weak link in 
5 this game and every area of DK '94 
2 has been refined and perfected to 
2 the point where I don’t think 
Nintendo could have done any 
I better. DK '94 stands head and 
B shoulders above the swirling mass 
| of Game Boy platformers, a faultless 
classic and the perfect game to 
J introduce us to the Super Game 
Boy! I can’t recommend it enough. Q 


i'f find a grouch, 
members look distinctly out of 


>ring this is a pirate ship some of the crew members lookdish 
that Metal Mickey, the unbelievably annoying Mkmg robot. 
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FANTASTIC 


!SUPER NINTENDO' 


SUPER NINTENDO 


I SUPER NINTENDO! 


EIMTI 


f-lASHBACK 
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DON’T MISS OUT • GET ’EM BEFORE YOUR FRIENDS DO 



Also available - Zool/James Pond III; Sonic 2/Bubsy; EA Doubleheader/Lotus Turbo Challenge 2; Global Gladiators/Micky & Donald 

























32 


k-wmi 


RYAN 


Hey hey, 
we’re the 
monkeys! 


0$ 


Aaargh! 

Armageddon is 
here, the end of 
Super NES gaming 
as we know it has arrived, and the 
once solid temple cemented with the 
likes of Super Mario World , Starwing , 
and more recently Earthworm Jim , is 
rapidly crumbling to dust. A major 
earthquake is occurring all right, and 
you don’t have to be Miss Marple to 
deduce what is causing it; Nintendo’s 
latest show-stopper has finally 
arrived, so drop everything and get a 
load of Donkey Kong Country. It 


A Rambi the rhino will 
occasionally offer his 
services as a taxi. 




A Ahoy there! Evil Kremlina Kin 
directly to starboard! Stand by to 
repel boarders! 


V Funky Kong is the island's own 
Richard Branson. He can jet you to 
any level of the game. 


tsVX? 


Nhoa^7\. i.Dudes § 

^ifyje-V;-s-_ F u r? k- y j< o n -g ! 
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could change the way you view 
Super NES games forever! 

Donkey Kong Country is by far 
the most amazing piece of 16-bit 
software I’ve ever seen! In all 
honesty it makes every other 
Super NES game seem dated and 
dull in comparison, so prepare to 
be amazed! 

The tale begins on a remote 
tropical island not marked on any 
chart, which is inhabited by the 
world famous Kong clan. 
Obviously the Kongs have caught 
a touch of the Marlon Brando 
syndrome and shied away from 
fame to live a reclusive lifestyle 
away from the hustle and bustle of 
super-stardom on an island 
populated only by family, friends, 
a huge stash of bananas and a 































legion of hungry natives known as 
the Kremlings. 

Kong was extremely proud of his 
nana pile, it was the biggest in the 
world and the result of years of 
hording. But one dark and stormy 
night, Donkey Kong entrusted his 
huge heap to a young chimp named 
Diddy Kong, as part of some kind 
of initiation test to allow Diddy the 
opportunity to prove has worth as a 
hero. Til relieve you at midnight” 
called Donkey Kong over his 
shoulder as he slumped off to 
enjoy a quiet kip. Famous last 
words. 


DAMIAN 


Plugging DKC into l) ) 
your Super NES 

turns it into an SGI C i 

workstation (well, C 
almost). The 

graphics are... fabulous, definitely 
the best yet seen on the Super NES 
and almost reason enough to buy 
the game. But what makes this 
game so jaw-dropping to play is the 
instant way you can pick it up and 
play for hours. The difficulty level is 
set just perfect, and the two player 
option is an excellent idea; 
doubling the longevity in my 
opinion. Every level, from water, to 
ice, to caverns is beautifully 
rendered and filled with fiendish 
traps and puzzles to constantly test 
your skills. The mine car for 
example is a great sequence and it 
really gets hairy when you must 
jump Kremlings and gaps in the 
track at the same time! Games this 
good are few and far between and I 
have no hesitation in urging every 
Super Gamer reader to buy it, now. 




A Diddy Kong finds himself lost in... 

one-chord synth 
music?No! John Carpenter! 




x blasting, Kong! 


During the night, Diddy was 
attacked by the evil Kremlings and 
the bananas were stolen and 
scattered all over the island (why 
do they always do that?). Now 
Donkey Kong and Diddy must 
team up and recover all the 
bananas and fight the Kremlings 
along the way. 

Donkey Kong Country is this 
year’s most eagerly anticipated 
game and boasts over 100 levels 
of platform related fun and frolics, 

- the Kong family. It 

Aario has had 

is arranged like 
a kind of supremely updated 
version of Super Mario World , only 
with two players and more novelty 


stuff to do. The basic idea is to 
dash through the levels collecting 
bananas for points and other 
assorted pick-up letters (spell 
KONG for an extra life), balloons 
(an instant extra life), and animal 
tokens. 

If you collect a set of three 
tokens you’ll be transported to a 


Ives 


great bonus game i 
dashing around la 
collecting masses i 
as the animal cori 
the token. These i 
the frog. Express 
Enguarde the swon 
Rambi the rhino.' I 
can also be mounted by the Kongs 
during the normal levels, as a 
means of easily vanquishing 

> rhino for example is 


points 
ing to 
Winky 
ich, 

and 

animals 
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KEITH 


I have waited a 
long time for 
Nintendo to bring 
out a platform 
game that is 
worthy of following the 
brilliance of Super Mario 
World and for me DKC delivers 
the goods. The graphics stand 
out of course, but you can’t 
ignore the gameplay that has 
all the hidden extras, bonuses 
and addictive qualities that 
ensured you didn’t put Super 
Mario World down without 
finding all 96 levels. DKC has 
that same kind of feeling, and 
with over 100 levels to explore, 
it will soon lull you into that 
middle-of-the-night gaming 
session that sees you finally 
climb into bed as the sun rises 
into the sky. An astonishing 
feat for a platform game and a 
must for this Christmas, along 
with Earthworm Jim. 


I <1 If Kong is hit, Diddy takes over instantly. Handy if 
you're being hassled by giant wasps! 


perfect for crashing through stones walls 
and finding secret rooms. 

Also dotted around the levels are barrels 
with special functions, such as exposing 
secret areas, releasing objects, saving your 
position and even catapulting you around 
the level - human cannonball style! 

In the standard one player mode, you 
essentially control both characters, 
although only one at a time. A swift press of 
the Select button sees the duo slap hands 
tag-team style and swap places. Donkey and 
Diddy both have their own strengths and 
weaknesses, Diddy being very agile and 
fast, but not very strong, whereas Donkey is 
sturdier and a lot stronger, but suffers in the 
high jumping stakes. 

If either character gets hit by a Kremling, 
they’ll vanish and the other will go on alone 
until the missing party is brought back into 


A Cranky is 
moan 


°nll ori9 ' nalKon ? fr ? m . lhe ar <ades- He likes to 
about how gomes used!0 be better la bit like Andyll. 


play via one of the DK barrels. Also 
included in the game is a two player 
contest and team modes in which you 
and a friend can compete against each 
other to complete the most levels, or work 
as a team. 

One of the best aspects of Donkey 
Kong Country is the way the action 
constantly changes. One minute you 
could be running through familiar 
platform territory, the next you are racing 
through a condemned mine in a very 
unstable cart, or swimming underwater 
with a bog-eyed shark snapping at your 
toes. 

Of course you can’t help but marvel at 
the truly amazing graphics. The main 
sprites are superbly animated with 
hilarious little mannerisms which, 
coupled with the breathtaking 3-D effect, 
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s today s letter, Big Bird? 


make you actually believe you'll looking 
at an actual living life-form - bizarre as it 
may sound! 

The Kremling sprites are just as 
impressive, especially the big bosses 
that crop up from time to time 
effect is finished off nicely with layer 
upon layer of immensely detailed 
parallax. The forests and mountains in 
jlar look so realistic you almost 
I your head on the screen trying to 
hrough the foliage. All this is of 
i SGI workstations and rendering 
i and backgrounds. Truly revolutionary stuff 


MSV 




cou 

the spri 

that pays dividends for the atmosphere of the game. 

Of course the picture wouldn’t be quite complete with 
an equally stunning soundtrack, and DKC wins hands 
down in that department. As well as the funky tunes, 
there are loads of rip-roaring effects which are 
brimming with humour, especially the chimp-cackle rap 
effect and the distant monkey calls in the jungle. 

Not many people in the SG office were impressed 
when DKC was brought down a while ago, but now 
we’ve had time to play it properly, the playability really 
■ shines through. Take Super Mario World and Super 
Mario All-Stars and double the challenge and fun 
factor and you've got a good idea of what playing 
DKC is like. 

There is just so much to do and find, and the overall 

style and humour is very sophisticated and will _ 

appeal to people of all ages - not just kids. I throw ■ 
down the gauntlet to anyone who thinks they have 
found all the secret rooms and bonuses, because ] 
could play this for years and still not see them all 
it’s that big! Plus you’ve got all the different 
landscapes and neat features like Funky Kong’s 
airlines, which can transport you all over the island. 

However, it was Cranky Kong (Donkey’s decrepit 
ol’ pa!) that made the game for me, with his endless 
ramblings and senile wit! The fact is, 

I even if you take away the fancy visuals, 
you've still got an ultra smooth, and 
highly compelling game which you’ll 
want to play to death. 

DKC takes all of the best parts from 
Super Mario World such as the vast 
array of levels and battery back-up 
option, and gives them an ultra-modern 
feel. DKC is without a doubt the best 
platform, nay Super NES game I have 
ever seen. And now that Nintendo have 
knocked a tenner off the price, you’d be 
mad not to get it this Christmas. Highly 
recommended, i 


A The simian adventurers charge through 
the jungle in search of bananas. 
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KEITH 


As I wandered 
through the desert 
with my trusty 
armour-plated 
Game Boy attached 
to my camouflaged Game Boy pouch, 
I was thrown to the ground by a 
thunderous roar as an Apache 
Gunship hammered past. “At last” I 
sighed, “operation Desert Strike is 
go!" 

General Kilbaba is a serious bomb 
boy. His fanatical mission is to rule 
the world and he’ll attempt to achieve 
it by any means possible; nuclear 
war, thumbscrews, school semolina, 
basically the threat this guy poses to 
humanity is too much, he must be 
stopped. 

You control the chopper as it 
weaves its way around an isometric 
3-D landscape, dodging AA guns, 
snipers, mobile rocket launchers... 
basically it’s you against an entire 
enemy army. 

There are four levels to complete 
before Kilbaba is defeated, each 
landscape containing a series of sub 
missions. Radar sites must be 
knocked out, power stations blown 
up, airports destroyed and other 
highly destructive activities. Once all 
objectives have been met, you return 
to the waiting carrier where you’ll 
receive a password to the next level. 

Ammunition is not inexhaustible 
though, so while you’re navigating 
yourself to the next target it’s also 
worth flicking through your HUD 
displays to find out where the nearest 
ammo dump is. Any that you see 
lying around can be winched up, 
and the same applies to extra fuel 
and new armour. 

Speed and accuracy when 
winching or shooting is entirely 
dependent on whether or not 
you’ve chosen the right co-pilot. 
Imagine, you’re out of ammo, shells 
are bursting around you, gunfire’s 


Desert warfare - it’s black and white! 



#opror 


ii: 

JlU 




THE AGENT YOU 
RESCUED HAS TOLD US 

WHERE A GROUP OP 

PRISONERS ARE BEING 
HELD AND WHERE A POW 

CAMP IS LOCATED. 


A Before each mission you will receive a list of objectives, once 
all of those have been achieved, it's back to the carrier. 



«ric I*, 

It’s much easier to see 
whether lone soldiers are 
friendly or hostile when 
there’s colour. I would say 
that It s definitely easier 
to play on a big screen. 
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Oh boy, another 
opportunity to 
return to the Gulf in 
a heavily armed 
gunship and go on 
a mass spree of wanton 
destruction! Desert Strike actually 
works very well on the Game Boy, 
obviously the colours are a bit 
limited and as a result it is 
sometimes hard to see what is 
going on, but the action is still 
thick and fast. The graphics and 
sound retain most of the 
atmosphere of the original. Okay, 
so the bullets look a bit weird as a 
result of being enlarged to 
compensate for the small screen - 
but who cares? You couldn’t hope 
for a more involved, tactical shoot- 
em-up frenzy on your hand-held! 




A Hover above 
the landing pad 
and the chopper 
will automatically 
come to rest. 


V It's about time 
some of the city 
architecture was 
altered. 


Desert Strike first 
strikes you right 
between the eyes 
because the 
programmers have 
managed to include all the building 
detail and a completely accurate 
Apache gunship. The missions are 
hard to say the least, but I found 
the control pad response a little 
slow; resulting in some nasty 
scrapes with SAM sites. Everything 
a Desert Strike fan could want is 
here and I particularly enjoyed 
blasting the enemy airfields, even if 
the explosions are a little weedy. 
Overall I’d say this is a great Game 
Boy conversion, marred only by the 
inordinately long time it takes to 
view the map and the weapons 
^creen. j 


raking the side of the chopper, and you’re 
stuck with someone who couldn’t catch a 
ball of fluff on a Velcro pad, let alone winch 
up a crate of hellfire missiles! Some co¬ 
pilots might even crack under pressure 
resulting in panicked sprays of bullets that 
could even kill your own ground troops! 

Hellfires are not the only fruit however, 
and hydra missiles also play a big part in the 
destruction of tanks and other 
mobile units, while your trusty 
chain gun can handle any 
infantry that are foolish enough 
to try a pot shot at a helicopter 
gunship. 

The variety of missions is 
excellent, with hostage and secret 
agent rescues, radar station 
attacks, blowing up camps etc, all 
adding to the Gulf war scenario. 

Desert Strike is different 
because there’s always something 
to think about. Have I got enough 
fuel to reach the target? Have I got 
enough hellfires to blow away that 
power station and will I be able to 
drag myself away from this 
damn game before midnight? 
Summing it up, Desert 
Strike is a highly addictive 
piece of software and 
well worth owning. If you 
want a war in the privacy 
of your own bus seat, 
then Desert Strike is 
what you need! ^ 
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and landed right on his head. After a 
brief flash of light-speed mutation, the 
worm was moulded into the suit and 
behold - Earthworm Jim was born! 

Little did Jim know that the suit was 
the property of the evil queen of 
planet Insectica and that her right- 
hand bird Psy-Crow was desperate to 
get it back - by any means! 

Earthworm Jim: the game, is a story 
of truth, justice and the invertebrate 
way. One worm can make a 
difference! 


Starting the game you immediately 
find yourself in the middle of a 
junkyard, with dive-bombing, worm- 
tugging crows all around. First order 
of the day is to get used to the 
controls, and pressing the Y button 
riddles the entire area with bullets 
from your amazingly brutal gun. 

There’s no pin-point accuracy here, 
just point this baby at your enemy’s 
side of the planet and they’re history! 
It’s the same with the Indiana Jones- 
style whip, which is in fact Jim’s own 


Blasting through a tunnel at top whack is no easy task, 
especially when you're being tailed by a psychotic crow! 


KEITH 


At last a platform 
game that's 
actually worth 
playing. Not since 
the days of the 
Spectrum platformers like Jet Set 
Willy and Roller Coaster has a game 
enthralled, thrilled and given me (and 
the whole SG team) so much 
enjoyment. 

Conceived by the indomitable David 
Perry (Aladdin, Cool Spot), written by 
Nick Jones (Alien 3), and brought to 
life with the help of some of the best 
names in the business, including the 
legendary Steve Crow (Starquake, 
Wizard's Lair) and the award winning 
Nick Bruty, Earthworm Jim is the first 
game from Shiny Entertainment. 
Prepare yourself for an earthy 
experience, but this guy isn’t green! 

Plot time. One day a worm was 
slithering away from a hungry crow on 
an obscure planet, when suddenly an 
alien spacesuit dropped out of the sky 


Goodbye, Mario... 




it should , its about to embark on a very long journey - straight up! 


so 


v i ipj 

*'-*7 _ 

The cow looks worried and 
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bendy head; used to swing on hooks, 
spank crows and even as a lasso! Er, 
yes... sanity anyone? 

While you're at it, take a stroll around 
the level and marvel at the incredible 
animation of a quality I have never 
before witnessed. Jim swaggers about 
John Wayne-style, shoots from the hip, 
twirls his gun, stares open-mouthed at 
formidable enemies, and of course 
goes through the usual repertoire of 
silly acts when you leave the joypad 
alone. In this case, prepare for a 
hilarious gun backfire and Jim’s 
animated underpants (I’ll say no more). 

EWJ contains 14 levels in all, 
including an underwater base, with 
real working submersibles, the fires of 
hell, a techno laboratory, and a wacky 
bungee jump level where you must 
force the line of Major Mucus to break, 
by ramming him into the cliff face as 
you are catapulted up down above a 
putrid green pool. 

Each level is completely different in 
terms of style, graphics, puzzles, 
humour, and even perspective, as the 
bungee jump and submersible tube 
chase clearly show. It’s easy to think 
that each level was designed by a 


A Avoid the flames and the suit will just fall into your hands. 

V Anything with this many teeth clearly 
deserves blasting out of the sky! 


For Keith to praise 
something so 
highly, it must be 
something special 
- and it is! This is 
the pinnacle, the creme de la 
creme, the piece de resistance of 
all platform games. Super Mario 
World was Kim Basinger, but this is 
Tia Carrera, and for once, the 
whole Super Gamer office is 
buzzing with a unified euphoria. 
Everyone agrees that this is the 
dog's bs. The graphics and in 
particular the animation are 
faultless. It's the only game that 
has impressed everyone who has 
seen it, and they've all stopped for 
a few goes, even if they’re just 
delivering letters! This is Nick 
Jones's finest hour and I still 
cannot believe that Shiny has 
managed to perfect every single 
aspect of the game. Graphics, 
sound, gameplay, challenge 
(always a toughie) and humour - 
they’re all here in abundance, and 
better than ever before. Make a 
console owner happy this Xmas, 
buy them EWJ and they’ll love you 
, forever. 


different person, but in fact the layout 
of whole game was a group effort and 
I’d like to congratulate Shiny on taking 
platform games to a new dimension. 

Most of the emphasis is on 
straightforward exploration and 
blasting action with a hint of brain 
work, but you don’t need to be a 

<; Only the brave venture into the secret levels. 

The question is ~ whats attached to those eyes? 


mem 
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Mensa candidate to apply, as the furthest it goes 
is whipping an old cog in order to lift a gate, or 

- * using a certain switch to release a giant hamster 

that you can ride. And of course finding all the 

—.-secret gubbins which is a game in itself. 

j The first puzzle you encounter sets the tone 

l perfectly. Jim must shoot a refrigerator with his 

high powered blaster so that it falls down onto a 
see-saw and launches an unsuspecting cow into 
the stratosphere - for no apparent reason. This 
is the kind of bizarre humour you must cope with 
for the rest of the game, and I often found myself 
doubled up laughing, unable to continue. But 
that's an inevitable part of playing EWJ. so be 
prepared. 

Shiny Entertainment haven't just programmed 
a game, they've directed a cartoon. Incredible 
^ i effects like lens flare as the sun in the 
J * background slides behind a mountain adds to 

• i • the feeling that you're watching the story unfold 

^ on the silver screen and not just on a Super 

NES. 

Deft cinematic touches - like the way the 
background music is ripped off the turntable on 
the second level, exposing the player to the 
shrieks, squeals and moans of the suffers in the 
I inferno - create a spontaneous and 

* unpredictable atmosphere where anything can 

— ■ ■ —■ ■■ and usually does happen. 

_ See how quickly the cute hamster While the humour is a major reason for the game’s 
turns into a rabid mutant killer! appeal, it must also play well, and EWJ has the 
gameplay sorted. The challenge is also spot-on. 

V hip the target to send atomic There are three difficulty levels: practice, normal and 
; of death crashing down onto difficult, but the normal mode should give at least two 
: ^en. or three week’s worth of enjoyment on its own. 


i | - Whip the target to send atomic 

— I eqgs of death crashing down onto 
_ I the chicken. 


: ANDY 


I’m speechless. 



Well, temporarily. 

Recently, I’ve become 
frankly fed up with consoles 
and their uninspired, unoriginal 
and downright unenjoyable 
games... but Earthworm Jim has 
zapped my interest in video games 
back from the dead. EWJ is the 
most imaginative, the most 
polished and the most consistently 
entertaining game on the Super 
NES - no contest. Forget the feeble 
and pitiful efforts of the irritating 
Bubsy- EWJ is the first game that 
really makes you think you’re 
playing a cartoon, and is packed 
with so much hilarious, clever and 
just plain weird stuff that you’ll 
never need to watch Ren & Stimpy 
again. Treated to the kind of 
attention to detail that has 
previously been the province of 
Nintendo alone, this is the best 
game I’ve seen for years. Now 
that's something I would never 
have expected to say about a 
.platform game! 


■xi ^Jo*S 


At first there is only one continue, but 
playing the Andy Asteroid game sandwiched 
between each level gives you a chance to 
increase them if you finish the race ahead of 
the Psy-Crow and with 50 or more blue blobs. 

EWJ is also seething with secret rooms, 
bonuses and time-saving routes, but you'll 
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have to be as warped as the 
programmers to find most of 
them (full players' guide in SG 
soon), unless it s been a heavy 
night on the booze and curry, 
catch my drift... Armitage 
Shanks rules OK! 

But the originality doesn't just 
stop with the levels and 
graphics, the bosses also follow 
suit. The whole cast of EWJ are 
simply bursting with their own 
personalities, which in itself is 
great to see in a game. 

There's Chuck the Builder, the 
repulsive owner of the junkyard, 
who vomits fish as you're trying 
to hit him with flying crates. The 
curious professor with a 
monkey for a head, and not 
forgetting Evil the Cat, who licks and 
preens himself while he blasts a de-suited 
Jim with his inferno ray gun, and who you 
must defeat nine times before all of his 
lives are exhausted (he’s a cat - geddit?). 
The list goes on... 
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V Halfway through level 5, Jim gets put behind bars for a spot of target practice. 


attention to detail that glistens from 
every part of this game. Shiny 
Entertainment have made their 
impact on the industry with a 
game of almost immeasurable 
quality. Sound and music too is 
impeccable, with clear speech 
and quite the most foot- 
tappingly good tunes that I’ve 
ever heard. 

I cannot fault this game and 
recommend it to anyone who 
thinks that worms aren’t cool, 
this one will change your mind 
for life. EWJ is sheer brilliance, 
and quite simply the greatest 
platform game ever. 
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The longest game of the year? 


< Watch out for this angry-lookina bald 
gorilla, oh no, sorry, it's a troll. Well, it takes 
a lot of hits to kill, anyway. 


KEITH 

Equinox is the sequel 
to the old NES classic, 
Solstice. Like its 
predecessor, it uses 
the 3-D isometric 



approach to RPG adventures, a method 
which, when programmed lovingly, often 
leads to enthralling and playable 
adventures. Basically what this means is 
that the screen is viewed from above and to 


the side; creating a diamond shape from a 
square room. This makes for a more 


authentic-looking game, and it also gives 
the programmers an excuse to devise 


plenty of fiendish puzzles involving blocks 
and conveyor belts. 

The action is set in the land of Galadonia, 
you take the part of Glendaal - a novice 



It’s about time the I 

Super NES got a \ 

Knight Lore-style 
game (If you’ve never 
heard of Knight Lore , 
ask your grandparents), and 
Equinox does it in style. It’s packed 
with fiendishly convoluted puzzles 
and lots of action, and even 
manages to get your heart racing 
occasionally - could you ask for 
more? Well, I suppose a less 
confusing perspective would be a 
start - quite often, I found myself 
leaping onto blocks that turned out 
to be in a different part of the room 
- but that’s more a failing of the 
isometric genre as a whole, rather 
than Equinox in particular. The 
battery back-up is absolutely 
essential as this is a huge game, 
one which will keep you alternately 
swearing (every time you die) and 
cheering (as you complete another 
puzzle) for a long time. In a world 
full of £50 games that you can 
complete in an afternoon, 
something as involving as Equinox 
is a real treat. More! More! 


wizard who must travel the world in order 
to rescue his father who has been 
imprisoned by the evil Sonia (for not 
returning her lawnmower last summer!). 

The game world is split into two parts. 
The Dungeons where you discover 
Equinox's many fiendish puzzles, and the 
Overworld, where you tend to bump into 
grizzly monsters such as trolls and bats. 

As you would expect, the Overworld is 
where you can discover the many 
entrances to various dungeons. 

With so many RPGs on the market, 
^ and all following the same format, I 
was surprised to find that Mode 7 has 
been used to great effect in Equinox. 
When you are in the Overworld, the 
view can be rotated through 360°; 
giving the player the chance to see 
every angle. This is extremely useful 
when you get stuck, because you can 
swivel the camera angle and find 
previously hidden paths. 

This clever feature shows the 
programmers have seriously thought 
about the game and have thus 
avoided the potentially unsavoury 
problem of becoming hopelessly 


ANDY 


A Glendaal looks for a way out as the ghosts 
hungrily circle the platform. 


> The overworld 
is full of exotic 
looking plants 
and trees, but 
walk into a bat 
and be ready to 
fight. 








CAST SPELL 


A few years ago in 1 

the Spectrum \ Yi 

heyday I may have ' 

written this game 
off as being just 
another isometric 3-D game, 
however apart from Spindizzy , and 
perhaps Shadowrun , games of this 
genre are very rare on the SNES. 
Equinox consists of the same 
brain-teasing puzzles and annoying 
control methods that made games 
like Batman and Head Over Heels 
instant classics! A few moons later 
and the added bonus of Mode 7 
and various other graphical tweaks, 
the genre looks set to make a 
comeback, and what better flagship 
to lead the revival than Equinox}. 


< Glendoal is 

not balancing a gate on 

his head - it s the perspective playi 

spooky tricks again. 

V Spiky problems ahoy for our ir 
Look out for that - oops... 
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trapped in isometric undergrowth. The rest of 
the game is also full of teasing problems that 
must be solved so that Glendaal can continue 
exploring. 

Common tasks involve pushing blocks into 
position, bridging gaps, finding hidden 
switches and using perilously high conveyor belts. Due 
to the strange angle of the screen, this is often much 
more difficult than it first appears. 

It’s time to go underground, the first few faltering 
steps in the darkness are tentative, but this is due to 
the fact that the monsters and Glendaal suffer from 
severe collision detection problems. A few minutes 
later, with the discovery of weapons, all is forgiven as 
it’s a damn sight easier to shoot the enemy than to run 
away - a lot more fun too! 


In all, Equinox boasts over 450 rooms to 
explore. In order to succeed, it’s worth 
mapping as you go, but why wasn’t an 
auto-map facility included in the game? 
This was a great feature of Solstice and is 
sadly missed here. 

As with most large RPGs, Equinox 
includes a battery back-up save game 
facility. Every time you leave a dungeon, 
you can save or quit. This is perfect, as 
there are plenty of exits and you never 
have to roam for hours just so that you can 
save the game. Certainly, no-one will 
complete Equinox in a hurry, although I did 
get quite far into the game for this review. I 
have no hesitation in recommending this 
to anyone who thirsts for a challenge. 

There are some daring ideas included in 
Equinox , which has transformed a dated 
and stagnant genre into a game which 
deserves to do well. If it has been a while 
since you’ve played a quality 3-D isometric 
adventure, Equinox is for you. ^ 
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Visually, Equinox is near perfect. Each level of the 
game is accompanied by well drawn and atmospheric 
backgrounds, and the attention to detail is scary, with 
touches like the seaweed clinging to the spikes in the 
underwater level epitomising the game’s quality. No 
aspect of this game has been forgotten. 


GAMEPLAY 90 
LONGEVITY 90 


OVERALL 


< This is just 
one island of 
the expansive 
overworld. 
Bridges lead to 
new islands, 
new puzzles 
and new 
monsters. 















One in the eye for Dungeon Master! 

V If there's one thing you don't need when adventuring through deadly territory, it's dancing frogs! 


Once again it’s H / 

time for us /1 

deprived Super 1 y 

NES owners to \ ^ 

accept another " • 

Amiga hand-me-down, but what a 
game to hand down. Eye of the 
Beholder on the Amiga captivated 
thousands of players with its near 
perfect implementation of the 
Advanced Dungeons and Dragons role 
playing game system. Now four years 
on, the big question is, will it capture 
the imagination of the Nintendo 
gamesplayer? 

The action is viewed in 3-D, identical 
to that of Dungeon Master , and takes 
place in the sewers and catacombs 
under the city of Waterdeep. The aim 
of the game is to guide four 
adventures through the expansive 
tunnels and locate the source of evil 
which has been wreaking havoc in the 
city above. 

Your party’s actions and movements 
are controlled by clicking a pointer 
over a series of icons such as 
Move, Cast Spell, Wear, Use or teg 
Attack. This system was 
simplicity itself to use on the 
Amiga with its user friendly 
mouse, and it’s surprisingly easy BE 
to get to grips with on the Super 
NES, apart from the fight scenes 
which seem to send the pointer 
whizzing all over the place! 

One of the options that has 
been included in Eye of the 
Beholder is a very commendable 


<3 He's 
dead Jim 


: : A lwo *l»"hoUoM possibly fit in this small hole? 

character generation screen. Here you can 
determine your characters’ class (thief, fighter etc), alignment 
(good, neutral or evil), what they look like, and their vital statistics 
such as strength, intelligence and wisdom. 

Ideally a party should be made up of a fighter, thief, mage and 
cleric, however the beauty of this game is that you can merge 
certain classes together. For example if you wanted a fighter that 
can not only hack someone’s head off, but also fry them with a 
fireball - no problem - just create a fighter/mage, and if you want 
him to be a healer too, then just add a cleric for good measure! 
This system is totally versatile and ultimately means you can have 
about eight different classes, with only four characters. 

Upon entering the dungeon the first sight to behold is the 
remains of an ex-adventurer who managed to get no further than 
the first door. You will also notice the sound of your party’s feet on 
damp, sweaty earth, and you definitely won’t fail to hear the 
horrendous tune which sent me diving into the options screen 
looking for an off button. But isn’t chronic sound the hallmark of a 
great adventure game? 


A The team fall foul of a dog in armour, all except Keith who no doubt will turn tail and flee! 


KEITH 
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> Damn builders 
are in again. 


the Amiga version had ten enormous levels and as 
far as I can see this version is identical in most 
respects. It even matches the Amiga version in terms 
of speed. 

The puzzles however aren’t as difficult as in Dungeon 
Master which as far as I’m concerned is a good point, 
because it was too challenging, in my opinion, and this 
often led to frustration. Completing Eye of the Beholder 
is a daunting prospect, but it is still a much more 
realistic possibility. 

Although undoubtedly dull and boring for arcade or 
action game fanatics, this must be one of the best 
adventures around for the Super NES. Eye of the 
Beholder is graphically good, the atmosphere is dark, 
dank and foreboding and the puzzles are taxing, not 
impossible. You certainly get your money’s worth with 
this one, so go and grab your wad and shove it right in 
the shopkeeper s eye, and behold the results!^ 


< Some of Keith's friends spring a 
surprise party. 


Okay, I admit that I 
haven’t played 
many games of this 
type, not as many as 
our resident Hobbit, 

Keith anyway. After playing Eye of 
the Beholder tor what seemed like 
an eternity, I began to realise what 
I had been missing out on! In fact, 
by the end I felt as if I had actually 
been warped inside the game with 
the rest of the lads, as you just 
become totally emersed in the 
tense, atmospheric gameplay. 
Graphically, it’s nothing special I 
know, but there is just so much to 
take in you hardly notice. I felt that 
more could have been made of the 
music, but overall this is one 
^exploration cart that’s a must! 


who 


Prolonged exploring reveals that the graphics are a 
lot more polished than Dungeon Master's , and that’s 
not just the monsters and objects; even the walls, 
floors and ceilings contain more texture and have a 
much more realistic feel, which is good as you tend to 
see a lot of them! 

As to whether Eye of the Beholder is as big as 
Dungeon Master - I’m not sure, but I do know that 


Yes, it was me 
played Dungeon 
Master ’till three in 
the morning -1 
admit I’m a saddo, 
but it was just so absorbing. Now 
I’m faced with the semi-sequel and 
it’s going to happen all over again! 
Eye of the Beholder is the best first 
person perspective game on the 
Super NES without a doubt, and 
the entire game is well 
programmed and thought-out. 
Graphics are clear and suitably 
dungeon-esque, with some really 
horrible monsters to face. I 
particularly liked the bits when you 
discover secret passages and 
rooms, as this opens up the game, 
and enhances the realism. A 
classic RPG romp! 
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PRODUCER 

CAPCOM 

SUPPLIERS: ZAP GAMES (0532) 590077 
TORC SOFTWARE (081) 893 2100 

PRICE 

£54.99 

RELEASED 
US IMPORT 
GAME TYPE 
ADVENTURE/RPG 
CART SIZE 
12MBit 
FEATURES 

BATTERY SAVE 


CONTROLS 


STEP 


STEP 

LEFT 


RIGHT 


CHANGE 

CONTROL 


PARTY 


VIEW 


PICK UP/US^^^^ELECT ITEM 


RATINGS 


GRAPHICS 7 8 
SOUND 65 
GAMEPLAY 84 
LONGEVITY 83 

OVERALL 






































^ YankS W j hat soccer ' s 

/ was embraced by America, 

Baseball has always been shunned over 
here as a fancy name for rounders. Why 
then are Sony releasing a baseball sim? 
—- The answer is simple, this game is fab. 

It is especially fab because I couldn't 
m /. care ,ess a b°ut baseball before playing 
f . . *t, but now I’ve already booked my seats 

f° r nex * y ear s World Series and have 
\ i renewed my subscription to Sky Sports! 

* - | Okay, so that was a bit of an 

exaggeration, but the fact remains that 
a this game sparks interest in the way John Madden s 

M ■ re-invented American Football for console owners. 

* 0 The front end of ESPN Baseball Tonight is 

brimming with authentic American razzmatazz. The 
game opens like a typical cable news report with 
some over-enthusiastic sports commentator giving 
you the full Monty about what the night's fixture has 
in store. 

You can select your team from the National League 
111 West, E as t. and Central divisions - all the great sides 
■ are here: LA Dodgers. NY Yankees and Boston Red 

imm Sox - 

The matches are viewed in the standard baseball 
B ^ fashion: pitcher in the background, batter in the 

foreground, and then an aerial map of the entire pitch 
in the corner so as to spot where your fielders are in 
relation to the ball. 

What makes ESPN so special is that 
ail of the players are in fact real / \ 

athletes who have been filmed and / , 

digitised, and the effect is / * \ 

stunning believe me. Each sprite f 
moves with the same fluidity of a ? f 

real player, and Sony boast that 
there are over 15,000 frames of \ * 

| animation. Wow! 

Ail This game is perfect for \ / 

armchair sports fans because it 
MB conveys the realism and excitement ^ 

of the game so well. You feel as if you’re 
actually taking part in the games - a sure fire sign of a 
good sports sim in my book. 

Another aspect I liked was the fact that you aren’t bowled 
over by meaningless options. ESPN contains just enough data 
to keep you interested, and then it gets on with the job in 
hand; simulating unbeatable baseball action and being highly 
playable to boot. 

This is undoubtedly the best baseball game so far. and it 
captures perfectly the thrill and adrenalin of the sport. A 

winner. , As the ball soars through 

r—vmmmmrn ™ ^ boHer l U5t nonages to hit the first base. 


I feel like baseball 
tonight! 

CMh 


Like Ryan, I don’t H f \ 
watch baseball f I V§ 

much, in fact I find ; 
it totally lacking in \ ^ 
excitement. That v 

was until I became inexplicably 
hooked on ESPN Baseball 
Tonight. I loved the way the 
bowler does little signs to the 
bloke with the Hannibal Lector 
face mask just before he throws 
it. There are plenty of teams and 
players to choose from as well 
and they all play differently. The 
players sprint from base to base 
very smoothly and the radar 
means you know exactly where 
every one is. Long term 
enjoyment is there too, with 
some good tournaments and the 
obligatory two player option. The 
only thing that’s bad about it is 
the name and that’s because it 
reminds me of Chicken Tonight! 







PRODUCER 

SONY 

(071)911 8700 

PRICE 

£TBA 

RELEA SED 
NOVEMBER ’94 
GAME TYPE 
SPORTS SIM 
CART SIZE 
16MBit 
FEATURES 

PASSWORDS 


CONTROLS 


VIEW LEFT BASE VIEW RIGHT BASE 


PITCH/SWING 




RATINGS 


GRAPHICS 87 
SOUND 81 
GAMEPLAY 85 
LONGEVITY 86 


OVERALL 
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MD3 — 3 Button 
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SN6 — 

6 Button Joypad 


SN8 — 6 Button Joypad 
Independent Auto 
and Turbo Fire 


Available from all good games stores: 
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FIFA International 
Soccer is quite 
unlike any other 
football game. It looks 
and plays as close to the 
actual sport as I think we’re ever 
going to see on 16-bit machines, and 
believe me, it doesn’t take long to be 
bitten by the bug! 

The game features 30 international 
teams from around the world, with 
accurate player attributes and 
qualities which are reflected in their 
overall performance, and you can 
play in Exhibition, Tournament, 
Playoff and League matches. 


FIFA also features a plethora of 
options which can be tweaked and 
adjusted accordingly such as 
Offsides, pitch conditions, power 
bar and weather. All very nice, but 
not in WC Striker's league, which 
is a surprise given EA Sports's 
reputation for detail. 

The graphics are of course 
excellent as you can see, and I think 
the sprites are a little sharper than 
the Mega Drive’s. There are also 
plenty of well observed touches 
such as the animated crowd, 
zooming match-up screen, and the 
way the players tug at each other’s 
jerseys when annoyed. 

However, I was bemused by the 
omission of the on-pitch referee, 
which added character and humour 







A Whoops o daisy, o rather careless shove result, in afoe’Sh BelJ,T 



The Ultimate... or just another ball in the net? 












































HA VING THE TEAM OF MY LIFE 



Plan your team strategy from a selection of 
six different tactical plays. These determine 
the style with which your team plays on the 
field, be it gung-ho or cautious! 



No football game would be complete 
without a selection of different team 
formations. You decide whether to play it 
safe and defend, or head an all out attack! 



A novel feature is the option to alter the 
amount of coverage dedicated to the certain 
areas of your team. Keep a tight defence, or 
perhaps a wide attack. You decide! 




A FIFA allows you to carefully plan your throw-ins via a nifty aiming box. 


to the Sega version. The b****** in 
black now only appears when a foul 
has been spotted, and the realistic 
coin toss at the beginning is also 
sadly gone. 

The player animation is very 
impressive, especially the way in 
which you can apply dirty tactics to 
gain possession, such as pushing, 
tugging, tripping and barging. 
Although most of these devious 
methods result in a booking, they 
enhance the atmosphere and give 
the game a more realistic feel, one 
that has yet to be experienced in 
any other footy game. 

However, it isn’t long before the 
few glitches make themselves 


known. The pitch perspective can 
cause a few problems with the 
natural flow of the game, especially 
those crowd-pleasing solo runs. 

Due to the pitch being angled to 
give you a more TV style view of 
the action, I found that the players 
can’t actually move freely on the 
surface, and instead must dribble in 
squares to dodge other players. 

Another control problem is the 
inertia of both the ball and the 
players. Whenever a player has the 
ball, they slow down to a snail’s 
pace and chug along slowly whilst 
being flanked by seven of the 
opposing team’s men! This bug 
makes long runs impossible, 


A Another blatant foul leaves Italy in a very sticky situation... still what do you expect from Italian football! 


Few games have 
really impressed 
me, FIFA is one of 
them, but I have to 
say that the Super 
NES version is not as good as the 
Mega Drive. Shame. Despite superb 
graphics and (supposedly) over 30 
crowd chants, FIFA is a triumph of 
style and looks over content. Yes, it 
is a brilliant game, with more 
moves and clever features than any 
ether, but when you basically get 
down to it, the football is just an 
incredibly lucky series of muddled 
passes and sure-fire goals. Why 
then is such a flawed game so 
good? It’s a mystery to me, but all I 
know is that FIFA is the best footy 
game I’ve ever played. My advice is 
buy Striker tor coin-op quality, but 
FIFA for long term play and 
authenticity. Nothing else comes 
close. 
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A Good save that man, a quick-thinking lip saves that day! 

because the only thing you can do with the 
ball is keep passing until you’re in one of 
the many prime scoring positions. 

Extreme slowness also occurs when 
shooting. For some reason it is only 
possible to kick the ball with extreme force 
on one side of the pitch. For example you 
shoot from one side of the goal and the 
ball moves at such velocity that the screen 
can barely keep up with it, yet if you try 
exactly the same shot from the opposite 
side, it travels through the air in slow 
motion; easy pickings 
for any barely adequate 
goalie! 

Despite having its fair 
share of pre-set 
scoring angles, the real 
magic starts when you 
begin to score totally 
unpredictable goals 
such as lobbing from 
the corner, blasting the 
post and rebounding 
into the net, or my 
particular favourite, 
which was scored from 
an overhead kick at the 
halfway line! 

Unforseeable goals 
such as these hold 
your interest when playing the more 
professional teams where the scoreline 
is usually quite low. You’ll find yourself 
jumping around the room in delight and 
using the excellent replay (with 
reversable pitch view) option to re-live 
that magic moment time and time again! 


I was looking 
forward to FIFA 
considerably, 
especially after 
playing the 
Mega Drive version. The Super NES 
version is good, but by no means 
the perfect football game. The 
graphics are very clear and I loved 
the marvellous football style 
animations and the sound, well it 
really gets your blood pumping! 
However, I like my football games 
to be slick and fast moving, FIFA , is 
neither. The players shuffle around 
without a care in the world and 
always seem to struggle to pull off 
a pass. There’s a set method of 
scoring which is good for the 
player who scores, but 
unbelievably annoying for anyone 
on the receiving end. FIFA has the 
presentation and the acoustics, but 
^iot the gameplay. y 
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PRODUCER 

OCEAN 

(061) 832 6633 
PRI CE 
£44.99 


RELEASED 
JUNE '94 
GAM E TYPE 
SPORTS SIM 
CART SIZE 

8MBit _ 

FEATURES 

MULTI-TAP COMPATIBLE 


CONTROLS 




A Fancy moves ii 


The frantic footie action is 
accompanied by riotous chants from 
the terraces which rise in decibels as 
the action increases! There are also 
some nice tunes and sound effects to 
savour as you flick through the many 
menus. 

In my opinion, FIFA International 
Soccer is the most explosive 
football game to ever grace the 
Super NES - it offers so many 
hours of enjoyment, no other 
football game comes close, and 
the five player Multi-tap option is 
just the icing on the cake! 

I’ll personally be putting it top 
of the list of games to buy 
because despite a few minor 
niggles, it is just bursting with 
playability and will offer months 
of enjoyment to anyone with even 
a vague interest in the sport. 
Unstoppable! 


“RATINGS 1 

GRAPHICS 

90 

SOUND J 

88 

GAMEPLAY 

94 

LONGEVITY 

93 

OVERALL 






























































SUPER 

19.99 

SUPER NES GAMES 

• * NEW GAME 

ACTRAJSER 2 • .40 99 

ADOAMS FAMILY .29.99 

ADO AMS FAMILY 2 ■ PUGSLEVS 

SCAVENGER HUNT.30.49 

ADVENTURES OF DR FRANKEN 34 99 

AERO THE ACROBAT.41.99 

AGURI SUZUKI FI RACING 29 99 

ALADOIN . 4199 

ARCHER MACLEAN'S SUPER DROPZONE • 38 99 

BOB.34.49 

BATMAN RETURNS 28 99 

BLACK HAWK • 37 99 

BOOGERMAN • 49 99 

BOXING LEGENOS OF THE RING 40 99 

BRUTAL • 39 99 

BU8SY .19 99 

CARRIER ACES • 39 99 

CHAOS ENGINE 43 99 

CHOPLIFTER 3 . 36 99 

CHUCK ROCK .....29 49 

CLAYFIGHTERS .39 99 

CLAYMATES 36 99 

CLIFFHANGER.29 99 

DAFFY DUCK - THE MARVIN MISSIONS 41 99 
DENNIS . 33.49 


KICK OFF 3 . 

KRUSTYS FUN HOUSE 
LEGEND 

LEGEND OF THE MYSTICAL NINJA ... 
LEMMINGS 2 

LETHAL ENFORCERS (WTTH LIGHT GUN) 
LION KING • 

LOST VIKINGS . 

MADDEN 95 • 

MADDEN NFL 94 
MAGIC BOY * 

MARIO ALL STARS 
MARIO PAINT WITH MOUSE 
MAXIMUM CARNAGE • 

MECHWARRIOR 

MEGA MANX . 

MICKEYMANIA • 

MICRO MACHINES • 

MIGHTY MAX • 

MORTAL KOMBAT 
MORTAL KOMBAT 2 
NBA 96 (BASKETBALL) • 

NBA ALL STAR CHALLENGE 


STREET RACER • 

STRE ETFKJHTE R 2. 

STREETFIGHTER TURBO 

STRIKER . 

STUNT RACE FX . 

SUNSET RIDERS 
SUPER BOMBERMAN (4 PLAYER GAME) 35 99 


49 99 

50 99 
.37.99 

33 99 
45 99 
38.99 
35 99 
26 99 
49 99 
44 99 
24 99 
49 96 

NHL -95 (ICE HOCKEY) «... .37.99 

NHLPA 93 ICE HOCKEY 19 99 

NIGEL MANSELL S INOYCAR • 50 99 

NIGEL MANSELL S WORLD CHAMPIONSHIP 33.99 


SUPER BOMBERMAN 2 
SUPER EMPIRE STRIKES BACK 
SUPER MARIO KART 
SUPER MARIO WORLD 

SUPER METROID. 

SUPER MORPH • 

SUPER NBA BASKETBALL 
SUPER PAROOOUS 
SUPER RETURN OF THE JEDI • 

SUPER SMASH TV 
SUPER STAR WARS 

SUPER TENNIS* . 

SUPER WWF WRESTLEMANIA .35 49 

SYNDICATE* 37 99 

TARZAN * . 39.99 

TAZMANIA 39 99 

TMH TURTLES TOURNAMENT FIGHTERS 49 99 


40 99 
36 99 
33 99 
1999 

41 99 
35 99 


48 99 
35 49 

...27.99 

19 99 


DESERT STRIKE . 

29 99 

PGA TOUR GOLF . 

1496 

DINO DIM'S SOCCER • 

40 99 

PIERRE LE CHEF - OUT TO LUNCH 

41 99 

DONKEY KONG COUNTRY • 

49 99 

PINK PANTHER . 

41.46 

DOUBLE DRAGON 5 • 

39 99 

PINKIE* 

36.99 

DflACULA . 

.29 49 

PITFALL • THE MAYAN ADVENTURE • 

46 99 

DRAGON . 

40 99 

POP N - TWINBEE 

25.99 

EARTHWORM JIM • 

49 99 

POP V TWINBEE RAINBOW BELL 

37 99 

ESPN BASEBALL 

39 99 

POWER RANGERS • 

POWERDRIVE • 

43 99 
.. .37.99 

FIFA SOCCER 

36 99 

FLINTSTONES (THE MOVIE) • 

36 99 

PUSH OVER . 

29.99 

FULL THROTTLE RACING • 

39 99 

FIOAD RUNNER (LOONEY TUNES) 
ROCK AND ROLL RACING 

RYAN GIGGS CHAMFhONS SOCCER 

34.99 

GHOUL PATFROL (ZOMBIES 2) • 
HURRICANES* . 

49 99 

...41 99 

36 99 
41.99 

INCREDIBLE CRASH DUMMIES 

...41.99 

SECRET OF MANA • 

. .33.99 

INCREDIBLE HULK 

INDIANA JONES GREATEST ADVENTURE 

44 99 
• 4899 

SENSIBLE SOCCER . 

SHADOWRUN 

38 99 
26.99 

JOHN MADDEN 93 . 

...1799 

SHAQFU* 

44 99 

JOTOAN ADVENTURE • 

40.99 

SIM CITY 

1999 

JUNGLE BOOK 

40.99 

SMASH TENNIS . 

4099 

JUNGLE STRIKE • 

.39 99 

SOUL BLAZER • 

40 99 

JURASSIC PARK . 

JURASSIC PARK 2 • 

39 99 
42 99 

SPARKSTER• 

SPECTRE . 

40.99 
38 99 


KEVIN KEEGAN PLAYER MANAGER .19 99 STARWING 


TELSTAR 100% SPORT • 

SENSBLE SOCCER AND WTEFWATIONAL TENMS • 42.99 
TERMINATOR 2 • THE ARCADE GAME 19 99 
THE ADVENTURES OF BATMAN AND ROBIN* 48 49 
THE BRAINIES • 37 99 

THE SHADOW • 40 99 

TINY TOON • BUSTER BUSTS LOOSE 26 99 
TINY TOON • WILD N WACKY SPORTS • 40 99 

TOTAL CARNAGE . 39 99 

TURN AND BURN . 4199 

ULTRAMAN . 26 49 

VIRTUAL BART* .50.99 

VORTEX• 45 99 

WARPSPEED .29 99 

WING COMMANOER SECRET MISSIONS 1999 

WINTER OLYMPICS .4199 

WORLD CLASS RUGBY 39 99 

WORLD CUP USA-94 . 44 99 

WORLD LEAGUE BASKETBALL .17.99 

YOGI BEAR • CARTOON CAPERS • 39 99 

ZELDA 3 - LINK TO THE PAST .33.99 

ZOMBIES . 40 99 


INGS 

17.99 

GAMEBOY GAMES 

ALADOIN (SG)* 23 99 

ALIEN OLYMPICS • 19 99 

BATTLETOADS IN RAGNAROK S WORLD 17 49 

CASTLEVANIA 2 .16 99 

CHOPLIFTER 3 • 19 99 

DESERT STRIKE • 23 99 

DONKEY KONG 94 (SG) 19 99 

DUCK TALES 2* 24 99 

FIOGETTS. 19.99 

FLINTSTONES (THE MOVIE) • 22 99 

GAMEBOY GALLERY • 19 99 

GEAR WORKS .16 99 

JURASSIC PARK 2 • 19 99 

KID ICARUS .19.99 

KIRBYS DREAMLAND 14 99 

KIRBYS PINBALL .18 99 

LEMMINGS .17 99 

LEMMINGS 2 • 25 99 

LION KING • 25 99 

MEGA MAN 3.19 99 

MICRO MACHINES • 25 99 

MONSTER MAX .23 99 

MORTAL KOMBAT 2 .25 99 

NIGEL MANSELL'S WORLD CHAMPIONSHIP 19 99 
NINTENDO WORLD CUP 19.99 

PAGEMASTER • 25 99 

PINBALL DREAMS .17 99 

POWER RANGERS • 23 99 

PROBOTECTOR 2 • 19 99 

RACE DAYS • 

FOUR WHEEL DRIVE & DIRTY RACING 19.99 
SPACE INVADERS(SGI • 19 99 

STAR WARS .23.99 

SUPER MARIO LAND 19 99 

SUPER MARIO LAND 2 .19.99 

SUPER MARIO LAND 3 • WARIO LAND 19.99 
TARZAN* 19 99 

TAZ 2 - LOONEY TUNES 2 19.99 

TERMINATOR 2 11.99 

TETRIS 2 (SG) .19 99 

TMY TOON MONTANA S MOVIE MADNESS 19 99 
TINY TOON WACKY SPORTS • 19 99 

TOP RANKING TENNIS 19.99 

VIKING CHILD .16 99 

WINTER GOLD * 22 99 

WIZARDS AND WARRIORS * 15.99 

WORLD CUP STRIKER 19 99 

WWF SUPERSTARS .19 99 

YOGI BEAR - GOLD RUSH *.19 99 

ZELDA • LINK S AWAKENING 19 99 



A SCART TV/MONITOR GIVES A PIXEL- 
PERFECT. MONITOR-QUALITY PICTURE 

SONY KVM1400 14” FST 
COLOUR SCART 
TELEVISION/MONITOR 

WITH REMOTE CONTROL 80 CHANNEL 
TUNING. REAR SCART INPUT. HEADPHONE 
SOCKET. TWO POSITION TILT. BLACK 
TRINITRON SCREEN. LOOP AERIAL 

FREE SCART LEAD 

(STATE AMIGA. ST, MEGADRIVE 1 OR 2, 
SUPER NES. CD32 OR 3DO) 

SONY 14" COLOUR TV (GREY) .194.99 

SONY 14" COLOUR TV (WHITE) .194.99 

SONY 14" COLOUR TV ♦ FASTEXT (GREY) . 244.99 

ALSO AVAILABLE - SHARP 14" TV/MONITOR ♦ FREE SCART LEAD ... 174.99 
PHILIPS CM8833 MK2 COLOUR MONITOR WITH BUILT-IN STEREO ... 215.99 



SUPER NES DEALS 


SUPER NES MARIO ALL STARS PACK 

WITH SUPER MARIO 1,2 AND 3 
PLUS LOST LEVELS GAME 
AND ONE CONTROL PAD 82.00 

SUPER NES WITH DONKEY KONG COUNTRY 

AND ONE CONTROL PAD (DUE MID NOV) .120.00 

SUPER NES ♦ SUPER GAMEBOY WITH FIFA SOCCER. 120.00 

INCLUDES SUPER GAMEBOY ADAPTOR. ALLOWING THE USE OF 

GAMEBOY GAMES ON THE SUPER NES, AND ONE CONTROL PAD . 

SUPER NES WITH FIFA SOCCER AND 1 CONTROL PAD 96.00 

SUPER NES WITH STARWING AND 1 CONTROL PAD 76.00 



-VERY SPECIAL DEAL- 


AVAILABLE ONLY WHEN YOU BUY A 
SUPER NINTENDO 

I PLUS SCOPE SIX & SUPER 41 A A 
■ MARIO WORLD JUST ADD •■§•## 

S SCOPE SIX LIGHT GUN WITH SIX GAMES AND SUPER MARIO WORLD 



GAMEBOY DEALS 

GAMEBOY WITH BATTERIES 35.99 

GAMEBOY-fCASE. TETRIS. 

SUPER MARIO LANO AND BATTERIES 59.99 
GAMEBOY+CASE. KIRBY S DREAMLAND 
AND SUPER MARIO LAND 3 (WARIO) 62.99 
♦CASE DEALS INCLUDE FREE MULTI-COMPARTMENT BLACK PADOED 
CARRY CASE FOR GAMEBOY. CAMERA ETC 
LOGIC 3 MAINS ADAPTOR FOR GAMEBOY ...9.99 


SUPER GAMEBOY ADAPTOR 

NINTENDO SUPER GAMEBOY ADAPTOR 44.99 

FOR SUPER NES ALLOWS YOU TO PLAY GAMEBOY GAMES ON A SUPER 
NES. SELECT COLOUR SCHEMES (FOUR COLOURS) AND CREATE AND 
SAVE YOUR OWN DESIGNS ENHANCED GAMEBOY TITLES MARKED SG’ 
WILL PLAY IN FULL COLOUR 




SUPER NES EXTRAS 

ASCNPAD SN JOYPAD Pi 

FOR SUPER NES T' 

WITH SLOW MOTION ^ 

AND TURBOFIRE • 

12.49 


BEESHU ANGLER 
JOYPAD FOR SUPER 
NES WITH SLOW 
MOTION AND TWO- 
SPEED AUTOFIRE 


FIGHTER STICK SN 

FOR SUPER NES ARCADE 
STYLE JOYSTICK WITH 
AUTO FIRE. TURBO FIRE 
AND SLOW MOTION 

24.99 


FREEWHEEL STEERING 
WHEEL FOR SUPER NES 
PLUGS INTO JOYPAD PORT 
SUITS MOST DRIVING 
GAMES 


LOGIC 3 LOGIPAO SN 

FOR SUPER NES WITH 
MICROSWITCHED 
DIRECTIONAL CONTROL 
ANO AUTO FIRE 




BUTTON ARE REQUIRED 


QUICK JOY SN 
PROGRAM 
JOYSTICK 

FOR SUPER NES 
PROGRAMMABLE 
WITH AUTOFIRE 
ANO SLOW 
MOTION 
24.99 


QOICKJOY SN 
PROGRAM PAD 

PROGRAMMABLE 
JOYPAD HOLDS UP TO 
THREE PRESET MOVES 
IN MEMORY IDEAL 
FOR GAMES WHERE 
SPECIAL MOVES USING 
MORE THAN ONE 


19.99 




SAITEK 

MEGAMASTER I 
JOYSTICK 

WITH AUTOFIRE & 
SLOW MOTION 
(MICROSWITCHED) 




SAITEK MEGAPAO 6 

WITH MICROSWITCHED 
DIRECTION CONTROL 
AUTOFIRE AND SLOW 
MOTION 
12.99 



LOGIC 3 SPEEDPAD SN 

FOR SUPER NES WITH 
AUTOFIRE 



SAITEK MEGAPAO II 

FOR SUPER NES 
WITH AUTOFIRE AND 
SLOW MOTION 

10.99 


NINTENDO CONTROL L 

PAD FOR SUPER NES f 

16.99 



PHASE 9 
OBLITERATOR 

WITH AUTOFIRE 
(TWO SPEED) AND 
SLOW MOTION 
12.49 


SUPER ADVANTAGE 

JOYSTICK FOR 
SUPER NES WITH 
SLOW MOTION, 
* TURBOFIRE AND. 
AUTOFIRE 
20.99 


NINTENOO SCOPE 6 
LIGHT GUN 

WITH SIX GAMES 

19.99 

OS190 MAVERICK 28 
JOYSTICK FOR SUPER 
NES 1249 



OUICKJOY SN PROPAD 

FOR SUPER NES WITH 
SLOW MOTION 6 TWO 
SPEED AUTOFIRE 
12.99 




PHASE 9 MULTI PLAYER 
ADAPTOR FOR SUPER 
BOMBERMAN AND OTHER 
4-PLAYER GAMES) 


19.91 


HI-FI AUDIO LEAD - SNES TO STEREO 12.99 

(1.5 METHES SNES TO 2 X PHONO PLUGS) 
NINTENOO STEREO AUDIO/VISUAL LEAD 16.99 

FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND REO/YELLOW/WHITE 
PHONO STEREO & VIDEO LEAD) 


9.99 
5 99 


DUST COVER FOR SUPER NES 


FOI UMU01 U1US ANO THOUSANDS Of OTHU 
ptoowrs PUASf umonnn cataiocw 


SPECIAL RESERVE 
HEAVY discounts 
HUGE range 

FREE - 16 page colour catalogue - just phone 

0279 600204 



1 Ui-— 1 v*r 

HUGE range of hardware, software, books, peripherals and leads for 
PC. CD Rom, Amiga. CD32, Sega, Nintendo, Atari, Apple, Sony. Philips 
and 3DO. All official UK products, all at HEAVILY discounted prices 
Order by post, or by phone or come to one of the Special Reserve 

OPEN 10am to 8pm CLUB SHOPS 7 DAYS A WEEK 

43 Broomfield Rd CHELMSFORD near the bus station 
The Mattings SAWBRIDGEWORTH near the train station 

Over 200,000 people have joined Special Reserve 


WE ONLY SELL GENUINE UK PRODUCTS 


AMIGA CD32 CRITICAL ZONE PACK 230.00 

WITH MKIOCOSM. CANNON FODDER. LIBERATION, 
PROJECT X. ULTIMATE BODY BLOWS, OSCAR AND DIGGERS 


MEGADRIVE WITH SIX GAMES ♦ 2 PADS 82.00 


MEGA CD ♦ TOMCAT ALLEY ♦ 8 GAMES 174.99 


ATARI JAGUAR ♦ CYBERMORPH .199.99 


PANASONIC 3D0 ♦ MEGA RACE .385.99 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 

Members receive our 48-page Colour Club Magazine bi-monthly 
Each issue reviews a selection from our extensive range and includes 
at least £30 worth of coupons for additional savings on top products 
Members are under no obligation to buy anything _ 

MEMBERSHIP FEES UK EC WORLD 

SIX MONTHS THAI 4 .00 6.00 7.00 

ONE YEAR 7.00 9.00 MOO 

OM TUI Pita INCLUDES SO issues Of THE SPECIAL KSflYI MAGAZINE WITH (HO Of IS COUPONS 

Credit Card Sales 0279 600204 10am to 8pm Daily 

All prices include VAT and 2-3 working day carriage to UK mainland 
Software and penpherats are sent by post, hardware by White Arrow 
Allow one or two days for processing and despatch of stock items 
An order confirmation/despatch advice A/AT receipt will follow 
Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas orders must be paid by credit card (no hardware sold overseas) 
Overseas surcharge £2.00 per software item or 25% on other items 


(BLOCK CAPITALS pleas*) 

Name & Address_ 


AMPLE 


• «US* DISK or CD ROM 


Phone No_Machine_ 

Enter membership number (if applicable) or 
NEW MEMBERSHIP FEE (ANNUAL UK 7.00} 

ttfim 


item 


item 


item. 


Please use this box to add any optional fast delivery charge 
111 Claw Post 4Q p per posted ite m or £ IQ overnight hardwya. 
ALL PRICES INCLUDE UK POSTAGE ft VAT 
Cheque/P. O./Access/Mastercard/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


Cheques payable to: SPECIAL RESERVE at 

P.O. BOX 847, HARLOW, CM21 9PH 

or FAX a credit card order on 0279 726842 




Ltt. Herts CM21 9PG 


WE HAVE WHAT IT TAKES 
TO BUILD A GREAT PC 


DIY PC 


PRICES INCLUDE 
VAT AND CARRAIGE 


486DX2 66 4/0 TOWER BASE UNIT . 679.99 

♦ MICROSOFT DOS 6.2 AND WINDOWS 3.11 ...89.99 

SVGA COLOUR MONITORS FROM . 189.99 

KEYBOARDS - 102 KEY FROM . 22.99 

CD ROM DRIVES FROM . 109.99 

INTERNAL IDE HARD DRIVES FROM . 159.99 

4 MB RAM EXPANSION FOR PC . 129.99 

MOUSE FOR PC 290-2900 DPI . 10.99 

SOUND CARDS FROM JUST . 39.99 
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I enjoyed this l \ 

game initially, but it \ 
was also clear that it % 

was meant for much 
younger players because it 
is just so easy. The board game 
idea is clever and well done, 
especially the dice made of a slab 
of rock, but why does it always land 
on two when you want one?! 
Flintstones looks good, as any 
cartoon conversion should do, but 
more vibrant sound and some 
more interaction with Wilma would 
have improved it no end. Sadly, the 
platform sections are standard fare, 
with one or two challenging 
sections, but nothing to write home 
about, and I was annoyed to find 
that the races were so simplistic. I 
was expecting a mini-game of 
Mario Kart , but got drug-crazed 
ants bouncing all over a sandy 
track! Average. 


A Fred and a 
fellow Wafer 
Buffalo compete in 
a skating 
competition. 


< A very angry 


to punch 
ouH 


looking ape attempts 
‘ Fred's lights 


WILMA! And other amusing lines... 


Instruments and clues to seek out the 
treasure s destination can be obtained 
from fellow hunters, although you’ll have 
to chase and challenge them to a race in 
the grand stadium if you want any 
information. 

This challenge basically consists of 
racing the other Water Buffalo around 
several laps of the track on foot, in a 
cart, and eventually on ice skates in full 
Mode 7. Should Fred or Barney win the 
Mario Kart-style competition, they'll get 




QOXD 






After a rather sad 
appearance on the 
Mega Drive, the 
cart-based antics 
of Fred, Barney and co have been totally 
reworked on the Super NES. 

The Flintstones is rather reminiscent 
of Super Mario World, as there are five 
huge worlds which are broken down into 
countless stages of platform action. 

Each stage can be reached by throwing a 
three-sided dice to determine whether 
you move directly onto the next, or skip 
a few in the process. The aim of the 
game is to find the treasure of Sierra 
Madrock and become the Grand Poobah 
of the Royal Order of Water Buffaloes, 
whatever that means! 


































ANDY 





“Flintstones, meet the 
Flintstones, they’re the 
modern SHUT UP! I 
was never a great fan of 
the Flintstones cartoon (not 
enough gratuitous violence), so I 
wasn’t exactly thrilled with the 
prospect of (zzz) a platform game 
based on them. That said, The 
Flintstones is quite good fun - it’s 
certainly a lot better than the other 
recent cartoon licences - but is 
lacking in thrills and surprises. The 
racing sections are puny imitations 
of the almighty Mario Kart , and the 
structure of the game is so much 
like Mario World that I kept 
expecting to meet Bowser at the 
end of each level! The Flintstones 
isn’t a bad game by any means, but 
i there are better alternatives. 


.AXir -a__ 


PRODUCER 


A Er, it's very 
Marioesaue isn't r 


3a 

A 


rioesque un lit! You 
it roll a dice to 


must roll a dice to 
determine how many 
spaces you move. 
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<1 Crikey, it 

a stampede 
cows! 


co 


Spin the wheel to 
reveal which 
bonus game 
you’ll be playing. 


Use the see-saws 
to prevent the 
monkeys stealing 
your nuts! 


Fire that ball up 
the isle and slam 
down those 
holes for prizes. 


the item needed to progress to the next 
world and also a handy password. 

Each horizontal platform stage has either 
Barney or Fred struggling to find the exit 
before the time limit runs out. However, 
bonuses can be grabbed by clubbing 
prehistoric pests or simply searching the 
various platforms for items such as extra 
energy capsules, 1-Ups or clams. 

These clams (providing a sufficient 
amount have been gathered) will enable our 
two heroes to enter the theme parks 
scattered throughout the worlds. Once 
inside, you’ll spin a wheel and play one of 
several novel sub-games to earn those all- 
important extra lives. 

The Flintstones can be summed up as an 
excellent game which unfortunately isn’t too 
hot in the life-span department! Everything 
here is marvellously presented and plays 
like a dream, but like, say Goof Troop , it’s a 
little too easy to keep hardened 
gamesplayers satisfied for long. 

Graphically, The Flintstones is fantastic, 
and the central sprites are brilliantly drawn, 
with smooth cartoon-like animation and 
humorous actions such as flapping their 
arms frantically to stay in the air longer, and 
spinning around in a daze whenever they’re 
hit by an enemy. The inclusion of Fred and 
Barney’s long suffering other halves (Wilma 
and Betty), who stalk the worlds, anxious to 
bring their hubbys to heel, is a great touch. 

The platform sections are quite well drawn 
and colourful, although I personally thought 


Got a steady 
arm? You’re 
gonna need it to 
pick off the booty. 


The memory 
game requires 
you to pair-up 
the squares. 






A Come on Barney, get those legs moving, the geek's in the lead! 

they could have benefited from a bit of parallax to 
really bring them alive, and some of the problems are 
patronisingly simplistic. 

The infamous Flintstones theme tune plays an 
important part in recreating the atmosphere of the 
cartoon, although the tune got right on my nerves 
after a few hours - far too cheerful by half! Another 
disappointment is that the spot effects are decent 
enough, but there’s no “WILMA!” sample, or any other 
of Fred’s famous sayings. 

The Flintstones is a great game for younger players 
with a real passion for the subject matter and I must 
admit to thoroughly enjoying myself when faced with 
this simplistic, yet thoroughly compelling game. It’s 
just a pity that there isn’t more here. Okay, so the 
worlds are huge and the stages plentiful, but even 
with the life setting on one, it won’t be long before 
you’ve accumulated at least 20 lives and beaten the 
game with ease. £§> 


TAITO 

SUPPLIED BY: ZAP GAMNES 
( 0532)590077 

PRICE 


RELEASED 
JUNE ’94 
GAME TYPE 
PLATFORM 
CART SIZE 
12MBit 
FEATURES 

NONE 


CONTROLS 


RUN 


SWING CLUB 


RATINGS 


GRAPHICS 82 


GAMEPLAY 88 

LONGEVITY 72 

OVERALL 
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Really 

frightening! 
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Aooar, Jim lad, and other piratical cliches. 
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KEITH 

Ghosts, demons, 
devils and all that, yes 
it’s time to bring out 
the silver bullets and 
other assorted high velocity 
weapons to rid the world of the 
marauding army of monsters that have 
appeared from an old rusty chest 
discovered in the library of Zeke and 
Julie s home town. 

Names ring any bells? If they do it s 
because they were the stars of last 
year s ectoplasmic hit, Zombies. The 
sequel is more of the same, well 
actually it’s too close for comfort. 

Ghoul Patrol is played from the same 
overhead point of view and the aim of 
the game is to fight your way through 
five worlds: Town, Orient, Pirate Ship, 
Castle and Hell itself, where you will 
finally meet the instigator of all these 
demonic occurrences. 

Each world is split into separate 
levels which you must complete by 
rescuing ten humans and finding the 
exit. At the end of each world you will 
come across a massive boss such as 
the ghost pirate, who takes a few more 
hits than your average undead minion. 







m 


I don’t think I l \ c ^ 

would have been as V 
harsh as Keith, but I \ 
agree that Ghoul Patrol 
isn’t as good or original as 
Zombies. The graphics are still 
Fifties B-movie and the sprites are 
generally good (the surprise 
walking trees are excellent), but it 
all looks a bit drab and offers the 
compulsive gamer nothing new. If 
they want, LucasArts could churn 
out this game hundreds of times 
over, but Zombies would still be 
better in my opinion. Ghoul Patrol 
just didn’t excite me at all, and 
having to find the exit for two hours 
is not my idea of a fun time. It’s a 
great game if you’re a fan of the 
original, but don’t expect anything 
earth-shatteringly different. J 
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For me this is all too similar to Zombies , after all it’s 
exactly the same game but with different graphics. To be 
fair, some of the animation has been improved, although 
the sprite of Julie is worse. 

Generally speaking, the graphics are good, but too 
inconsistent to be outstanding. The castle and its 
grounds are well drawn, whereas the town level is totally 
drab. The sound is virtually the same as well and isn’t 
that inspiring in terms of creating an eerie, ghostly 
atmosphere. Give me a game to design and I could have 
done a lot more. 

Ghoul Patrol is mildly amusing at first, as you wander 
around blasting possessed grannies with your 
assortment of rocket launchers, crossbows and guns. It’s 




also quite a laugh 
trying out all the 
different potions you 
find. Some replenish 
your health, others 
change you into sickle- 
wielding reaper. But it 
starts to become 
frustrating after you’ve 
rescued everybody on 
the level, only to end 
up spending longer 
looking for the exit 
than you did searching 
for everyone in the first 
place! 

If you loved Zombies 
(and I did), then Ghoul 
Patrol is the game for 


uitf# 


i. Graveyards smell of death, zombies 
just smell. 

you. It's colourful, outlandish, 
full of surprises, and terrific if 
you have a friend who can join 
you in the slime-fest. However, 
there will be some people who 
expect sequels to expand on 
the original and this, doesn’t. 
With better quality games 
arriving this Christmas. I’d save 
my cash and pick a Gamer 
Gold. 

<3 What's the artist got against legs anyway? 




PRODUCER 

JVC 

(071)240 3121 


PRICE 

£TBA 

RELEASED 
NOVEMBER 94 
GAME TYPE 
SHOOT-’EM-UP 
CART SIZE 
8MBit 

FEATURES 

PASSWORDS 


CONTROLS 


SHOOT 

X 

SLIDE 

Y 


A 

JUMP 

o 

^ SWITCH ITEM 


RATINGS 

GRAPHICS 82 
SOUND 7 1 

GAMEPLAY 76 


LONGEVITY 70 
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KEITH 


A Searching the maze like caves of the ancient 
Incan temple can lead you dangerously astray. 


lost father s ring (which you don't 
have) to the castle, but on arrival the 
curiously vacant monarch slings your 
ass in jail to rot. Something foul’s 
obviously afoot, but what has 
happened to the King? Why is the 
princess held prisoner? And why 
does your flute keep talking to you? 

I’ll tip my hand immediately by 
saying Illusion of Gaia is one of the 
best RPGs I’ve ever played. The 


Not the easiest 
name in the world 
to pronounce 
without attracting 
curious glances, 

Illusion of Gaia (pronounced gay-ah) is 
the latest RPG from the team behind 
Soulblazer. 

After his father went missing in a 
fateful expedition a year ago, Will 
leads a normal life with his 
grandparents in the port of South 
Cape. Recently though, monsters have 
started appearing, a strange comet 
has brightened the sky, and rumours 
of ancient civilisations such as Incas 
and Egyptians returning to inherit the 
world, are rife. Bicycle clips time. 

Your adventure begins when the 
Princess from a nearby castle appears 
in your house and is then dragged off 
kicking and screaming by the King’s 
swarthy guards. You are then 
summoned by the King to bring your 

Best illusion I’ve ever seen! 



A Come and join the legions of death little one , look how your friend is enjoying himself in the bosom of my domain. 



Anyone who read 
SuperPro 
remembers that I 
was an immense 
fan of the original 
Soul Blazer game, and so when 
this sequel trundled into the office, 

I was, needless to say, delighted. 
Gaia offers the player so much 
more than the original and there’s 
loads more to explore. Admittedly, 
this game is more like Zelda than 
its prequel in terms of depth and 
gameplay, so don’t expect to 
breeze through it in a week. The 
graphics have been given a MAJOR 
refurbishment and are now some of 
the best seen in any RPG. I just 
hope this comes out officially 
\cjuicker than Manat ^ 
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DAMIAN 


RATINGS 


GRAPHICS 94 

SOUND 93 

GAMEPLAY 95 
LONGEVITY 84 

OVERALL 


PRODUCER 

ENIX 

SUPPLIED BY: VIDEO GAMES CENTRE 
(0202)S27314 

PRICE 

£59.99 

RELEASED 
US IMPORT 
GAME TYPE 
RPG 

CART SIZE 
16MBit 
FEATURES 

BATTERY BACK-UP 


A-Z OF GAMES 5, 


CONTROLS 


No please, not 
death by RPG - this 
can’t be happening, 
man! Same 
graphics, same lift 
musak - but wait, it’s quite 
playable. In fact Gaia (dodgy name) 
is second only to Zelda III as the 
best adventure game on the Super 
NES! And the only reason it’s not 
number one is that it isn’t all that 
different from Nintendo’s solid gold 
elf-o-rama. Right from the dreary 
school lesson to the exploration of 
Will’s home town, and the 
discovery of the kid’s secret 
hideout, I was hooked. Add to the 
heady plot some love interest with 
Kara and you’ve got a winner in my 
books. Gaia is one of those games 
that you can become completely 
immersed in and forget all your 
troubles. I lost many days wearing 
Will’s goatskin boots and so will 
you if you snap up this amazing 
game while stocks last. Not long 
for an official release, surely? 


graphics are all stunning, but a bit too 
Zelda- ish to merit buying the game for 
that reason only. What really impressed 
me about this game is that it’s just like 
an interactive movie. 

The story unfolds dramatically and 
whisks you from scene to scene with 
film-like fluidity, and there are some 
great ideas thrown in. Like the way you 
end up shipwrecked; drifting with Kara 
(the Princess) on a raft for 22 days. 

Just when the repetitive overhead 
exploration begins to grate, a new and 
exciting plot twist sends you into another bizarre 
world and you’re trapped again. 

Enemies can be slain with a swipe of your 
sword, but you’ll tend not to get that far unless 
you kill all the monsters in an area, as this will 
cause walls to collapse and hidden doors to 
appear, allowing you to progress ever onwards. 
This is like the heart system in Zelda , and it 
makes for even more intense exploring because 
you want to get ail the little extra bonuses, even 
when you’ve already completed the game. 

You’d expect a game like this to be battery 
saved - and it is, thank goodness! Also, later on 
you can select between Will and his Dark Warrior 
alter-ego: Freedan, who is a much better fighter 
and can reach switches and ledges that Will 
cannot. Choosing the right character for each 
level is essential, as I found out when 
confronting the two vampires in Mu with Will and 
getting completely murdered! 

I could go on and on about Gaia because 
there’s so much to talk about. The different 
towns, castles, scenarios, characters and 
missions are all mind-bogglingly fun to play, and 
it is quite possible to lose an entire weekend 
playing this game. Just remember that the 


human body needs food, water and sleep to 
survive, so don’t get too engrossed. 

The worst thing about this game is that the US 
official magazine, Nintendo Power, have written 
an instruction manual which not only tells you 
how to use the controls, but they’ve included the 
ENTIRE solution in inscrutable detail. What’s the 
point? 

You’d have to be very strong-willed not to peek 
at least once, and then the whole game’s ruined. 
It’s like a bar of Whole Nut; if it’s there, you’re 
going to eat it all, aren’t you? 

My advice is to read the first ten pages of the 
book so that you know how to play the game, 
then burn it. No reprieve, no custodial sentence 
or holidays at CentreParks - instant 
disintergration. This is the only way to ensure 
weeks of unadulterated gaming fun. By the way, 
the box boasts “60 hours of gameplay”, that’s 
simply not true, there’s half that - maximum. 

This is one import game worth the money and I 
heartily recommend it to fans who are getting 
sick of samey RPGs. Yes, Gaia looks and plays 
like many others - Secret of Mana , Breath of Fire 
- but it’s a million times better. Try it and see. I’m 
off to land of Mu, see you later! ^ 


A The first boss. Hit his 
hands to make his face 
vulnerable , then strike! 

> The detailed intro 
gives you all the info you 
need to start the quest. 








































VVUiet majfes the j J 

Jndiar)a<Jones films C 
so Reciting to watch C W«gfj C—- 

Is undoubtedly a S ._ T > \— 

combination of * 

humtfur and all-action Thirties ' 
adventure. Every scene is littered with 
original situations, daring escapes arid 
bad guys whp you love to hate. Perfect 
fbdder for a game you might think, and 
yodTcMte right. 

Kaianf Striecher is the man behind 
JVC’s hugely successful Star Wars /' 
gafnes, and-ntowhe tri^s his hahd a f* 
bringing the archaeologist played by 
HarrtSdn rt>rd to the.£liper NES. 

V lyhis theti&plythftifinq Mode 7 plane chase? hlo, 
sortf, ifs Asxomplrfely jerky and rubbishflane chase. 


A Indy dashes for the cart in Raiders, only to find a huge muscled bloke waiting. Doh! 


The game is divided up into the 
three films, played in the order they 
were filmed and not set. At the end 
of each movie you get a brief 
introduction and then are thrust 
into the relevant time zone without 
so much as a TARDIS. 

Raiders of the Lost Ark is an 
excellent start to the game, and to 
be fair, |he high quality of graphics 
and sound is consistent 
throughout. The first level is the 


Hovitos’ temple, where you dodge 
spike traps, angry natives, 
tarantulas, poison darts and of 
course the huge rolling boulder at 
the end, which you must stay / 
ahead of or be flattened. 

All this is classic Indy. Even 
down to the shafts of light 
occasionally breaking through the 
canopy, and leaves being blown off 
platforms as you land on them. You 
could not hope for a better start. 


r ; Snakes, 


It’s wasn’t so H / 

much the / /1 | 

gameplay that | ^ 

kept me hooked to \ ' 

Indiana Jones , it 

was more a curiousity to see what 
parts from the three films they had 
decided to include. I was 
disappointed to discover the 
choice of action is mainly confined 
to the type that can be easily 
converted to platform related japes. 
There isn’t even a driving section. 
What is there is good fun though. 
Running away from boulders, 
leaping across icy mountains and 
getting steamed up in burning inns 
takes some serious button pushing 
to come through unscathed, and 
it’s certainly one for good 
gamesplayers. Some of the speech 
is awful though, and if that’s Sean 
Connery’s voice at the start of each 
level, then I’m Dr Schneider! 


ft’s oht6 the Mbrionjspub in Nepal (avoid 
tlwrising flames and.Nazis) and then swiftly ■ 
onto Cairo, the <Jig for thfe Ark, and of'course the 
l5ITmatic scef^1eSurin^he # o0enjii^oMlie < ^rrk> 
itself. Vou twi play Temple of Doom and Last ' 
Crusade injeapid succession. • • 

The Sprite of Indy is unshaven and unkempt, + 
but characteristically resplendent in TMfties- 
stfje chinos, tattered jadket, bullwhip and 

✓ '• * ' 

— ' The inevriMpvhip swinging shot. 
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trademark hat. Gameplay is simple, 
but you can’t get rid of the Star Wars 
deja vu. 

Indy feels the same when he jumps, 
the enemies move and attack 
similarly to the Stormtroopers; even 
the graphics (especially in the cavern 
levels, of which there are a lot) are 
subtle rip-offs. I get the feeling that 
the programmer could rattle off 
endless platform games like this, now 
that he has perfected the art. 

Playing the game is very simple. 

You leg it around various levels 
collecting pouches containing power- 
ups such as the whip, gun and life 
heart. 

The quality of graphics and sound 
are the same in all three games 
(although the tunes are constantly 
regurgitated), but because Raiders is, 
so good, the others seem dowdy, 
bland and repetitive, especially by the 
time you reach the palace in Punket 
and the resulting fight through the 
slave mines. 


A It's just like watching the Spielberg film - honest. 


What a bargain. This 1 \*s==^Yn 
is essentially three V 
separate games on yi ] 

one cart, featuring one 
of the greatest action 
heroes ever. Greatest Adventures 
plays just like the Star Wars games 
in the sense that you run through 
the familiar scenarios collecting 
bonuses and power-ups before 
confronting a big boss. The 
attention to detail is stunning, and I 
especially liked the way the famous 
street thug scene from Raiders has 
been recreated. There’s no artistic 
licence involved in prolonging the 
scene, you just spot him wielding 
his sword, blow him away and then 
continue on your merry way! Some 
sections are a bit on the lame side, 
but generally speaking this is a 
great game. 


All the key scenes are here... or are they? You do get the 
Mode 7 mine car and bi-plane chases, the fights with the 
Thugee guards In the mine, a tense gunfight in the Obi-Wan 
night club in Shanghai, Venice sewers, the escape from the 
Well of Souls, and even the brilliant horse and cart sequence 
from Raiders. But they seemed to have dropped as many key 
scenes just to include the ones that fitted the platform 

format. a rAn'iin n r 

No fight on the plane with the 

bald guy who gets diced in the 

rotors. No truck or motorcycle ' 

chase, or boat fight in Venice. f* 

Also, although the game is 
lavishly littered with perfect film f 
stills, they don't go halfway to ■ 

bring any kind of continuity to 

the game. The stills are from the film, but half the levels are 
9 fillers which were never in the celluoid originals. 

And how come you’re dodging flames in the sewers before 
you find the knight’s coffin? And for 
that matter, what happened to the 
entire ‘Young Indiana’ flashback at the 
beginning of Last Crusade ? In 
sacrificing large parts of the films, the 
programmer has split the audience - 
some will like what they get, but 
others, like me, will feel deeply 
disappointed at the omission of some 
of the best bits. 

Indiana Jones ’ Greatest Adventures 
is the best Indy game since the old 
coin-op, and delivers some rip-roaring 
action and more than a few heart-in¬ 
mouth moments. But although you get 
three games on one cart, I think it 
would have been better to have created 
three film-perfect games, rather than 
one mish-mash adventure. Q 


4 "Anything goes' r as IhJf dodges bullets and a fire breathing waiter. 




PRODUCER 

JVC 

(071)240 3121 
PRICE 

£TBA 

RELEASED 
NOVEMBER ’94 
GAME TYPE 
PLATFORM 
CART SIZE 


RATING S 

GRAPHICS 88 

SOUND 34 

GAMEPLAY 80 

LONGEVITY 90 

OVERALL 
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REVIEW 



The jelly with welly! 


After first hearing 
about Jelly Boy I 
thought the game 
was based on the 
old Viz comic strip 
Jellybrain , but alas no, this is actually 
more ridiculous than that! 

In true Frankenstein style, Jelly Boy 
was created with lightning, when a 
huge surge of natural electricity hit 
one of the vats in the Swirley Sweet 
Factory. After the usual bubbling and 
menacing music, Jelly Boy clawed his 
way out of the primordial slime and is 
now intent on scouring the factory for 
six objects, before finding the owner’s 
office and hopefully becomming a real 
boy! 

What we have here is a platform 
game in the classic cutesy mould. 
There are seven worlds in the factory, 
all of which follow a theme such as 
space, toys, skyworld and Aztec land 
(sounds a bit like The Crystal Maze 
really), with eight levels per world and 
a boss at the end who gives you the 
item you need if defeated. The last 
world is the penthouse of the owner. 

Obviously the place is crawling with 
numerous anti-jelly devices such as 
spikes, gnashing false teeth, tubs of 
hot water and lost explorers who 
forever roam the corridors waiting for a 
taste of jelly. 


However, to help you succeed, special 
power-ups are strewn throughout the levels, 
that can change our pot-bellied pink friend 
into one of 27 different polymorphic shapes, 
including a helicopter, a hot air balloon, a 
cannon, and a brick(?!), plus plenty more 
pink paraphernalia that has its various uses. 

Why does he need to change into all of 
this junk anyway? The reason is to disguise 
the fact that Jelly Boy is in fact as unoriginal 
as they come and the game needs to have 
some kind of gimmick to make it appear to 
be innovative. 

Jelly Boy benefits from very detailed 
graphics and an attention to detail rarely 
seen in platforme games. On the desert level 
for example, Jelly comes across a lake which 
is really just a mirage, and he 
is constantly set upon by a 
blood-dthristy mosquito which 
buzzes around his blobby pink 
head. Add to this the 



My first impressions 
of Jelly Boy weren’t 
good, it just seemed 
like another gutless 
platform game with little 
going for it. However, after further 
goes, a very playable game began 
to materialise before my eyes. 

Check out the graphics. The way in 
which our pliable hero can morph 
into everyday objects to complete 
certain sections of the level is 
excellent, and the animation when 
he does so is amazingly smooth. 

Jelly Boy is one of those games 
that is very frustrating to play at 
first, but once you master the 
controls and abilities it takes on a 
whole new life and is thoroughly 
addictive. The cutesy subject 
matter may deter a lot of older 
people from buying this, but it’s 
definitely worth a look if you like 
^colourful, fun-filled platform games^ 


V You too can be a pink submarine, if you find the hidden bonus game on the first level. 




A Wow, it's an Egyptian Tommy Cooper - quick jump! 


shimmering of the landscape caused by the extreme heat 
and you’ll begin to understand the kind of fine detail 
within this game. The graphics are simplistic, but it is very 
well written and designed. 

Sound is good, and approximately half the tunes are at 
least foot-tappingly good, with the other half foot 
stompingly bad. To their credit though, they did have to 
compose over 40 ditties - even Tim Rice would have had 
trouble doing that. 

























































Come on Keith, I) 
it’s just a bit of 
harmless fun! C 
The worst thing I C 
found with this 
game is that Jelly Boy looks 
uncomfortably like Mr Blobby, 
but that’s reason enough to hate 
anything! The game is enjoyable 
to play, if a little simple, but the 
best bit is the morphing blocks 
which can turn Jelly Boy into a 
jelly heli, jelly balloon and even 
a jelly pogo stick! A neat touch, 
but the game is severely limited 
by the fact that morphing only 
lasts a few seconds and is only 
useful in the immediate area. I 
think it would have been better 
if you could acquire the powers 
and then use them when you 
wanted. This would add the 
much-needed puzzle element 
that is sadly lacking. As it is I 
think Jelly Boy is a bit too 
straightforward and childish for 
most gamers. 


The gameplay is simplistic to 
say the least (reminiscent of 
Robocod ), and unfortunately 
there is a high annoyance factor 
bolted on. Every jump must be 
performed at full stretch; leaving 
no room for margin - even on 
the early levels. Some of the 
jumps are even blind, and the 
enemies have a highly 
disturbing habit of dropping 
onto your head without warning 
from large heights. 

If you have a taste for vitamins 
then you’ll appreciate the vast 
array of fruit strewn around. 
There are cherries for extra lives, 
avocados for invincibility, 
oranges and lemons for extra 
time, plus musical notes which 


QUIT JIGSAW 
MODE 


A Where's Mary Poppins then? 


must be collected for protection, 
just like Sonic the Hedgehog. 

The password system will help to 
conquer the many levels, but it is 
still an awesome challenge, and 
the two player game is worth a A 
bash, even though it’s not 
simultaneous. a 

Jelly Boy requires a bit 
more brain power than most _ 
platformers, which means 
that it’s not played in such a — 
hell-for-leather way. It is 
challenging, amusing and 
worth bringing out with your H 
trifle if you aren’t already 
bored with platform games! ^ 
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excellent NES and 
Game Boy versions 
of Disney’s classic 

animated feature, we on the Super Gamer 
team (myself especially), were looking 
forward to Jungle Book's stunning 16-Bit 
arrival. 

Like Mowgli’s 8-Bit adventures, your aim 
is to guide the mop-topped kiddie through 
various jungle terrains collecting gems, 
fruit and other assorted bonus items, 
before finding the exits located deep 
within each stretch of forest. 

The vast multitude of wacky characters 
featured in the film make suitably amusing 
cameos amidst the action, to either hinder 
our pint-sized hero, or give him 
assistance. For example, Baloo, the wise- 


This mean lookii 


about to deck 


[> The jungle at night is no place for a youngster to 
wander. This snake is just one of many hostile foes. 


More fun than a 
night with Cindy 
Crawford... nearly! 


How uncouth, King Louie demonstrates how 
monarchy! Shoot the monkey 


cracking bear with the colossal 
beer-gut pops his head out of the 
bushes to chuck useful banana 
smart bombs out to you. Sleeping 
snakes who lay dozing on the 
ground even act as great springs to I 
propel Mowgli to new heights! I J 

Mowgli’s plight to find his natural I J, 
parents takes him through villages, Ul 
wastelands, and waterfalls - each 
scenario comes complete with 
hordes of imaginative jungle 
creatures who try to vanquish 
Mowgli in amusing ways. I 
particularly liked the aardvarks that 
protrude their tongues to give the 
brat a good pasting! 

Although I thought that Aladdin 
couldn’t be bettered in terms of 
recreating that authentic Disney feel, 
Jungle Book completely blasts Aladdin to 
oblivion with its graphical brilliance. In 
fact it’s true to say that Jungle Book 
boasts some of the best graphics ever! It 
has all the smooth animation of Another 
World , excellently drawn sprites to rival 
Mickey’s Magical Quest and pixel-perfect 
scenarios and backdrops that would pale 
Mr Nutz into insignificance! 

Just to watch Mowgli swing on vines, 
transform his pants into a makeshift 
parachute, and balance a banana on his 
nose when you leave the joypad alone is 


not to run a i... 
orchestra to score bonus points. 


a pleasure in itself, and 
controlling him is simple. 

The controls are highly 
responsive, so there’s none of 
that awkward jumping that has to 
be absolutely perfect to land on a 
I platform that dogs the gameplay 
of many a platformer. 

And yes. Jungle Book is indeed 
a platformer, but it’s a damn 
classy one. It excels in playability 
j without being sickeningly cute, 
and it is immensely challenging 
without being tediously difficult. In fact 
the only fault I could find (and believe me 
I looked long and hard!) was in the 
musical accompaniment. That’s not to 
say it isn’t marvellous (it is), but it only 
consists of one tune playing throughout 
and this gets a bit repetitive. 

Jungle Book is a must for platform 
freaks, it will satisfy and provide a 
reasonable challenge for younger players 
without baffling them too much, and is a 
great reminder to us experienced players 
as to what a top-class platform game 
should be. A magical and highly polished 
piece of software that will undoubtedly 
remain as timeless as the film. * 


A Don't try this at home folks. I fear that your mother s caged 
parrot won't take to kindly to Mowgli's method of travelling. 
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Ryan is absolutely I) ) 
right, Jungle Book 5 
is one of the best C 
games on the ' 

Super NES. Not 

because it’s original mind you, but 
for the simple reason that it excells 
in every area. Graphics as smooth 
as the silky sheets of Steve Sheen 
and Chevons, a boppi y rendition 
of the instantly catchy theme tune 
that everyone can sing the chorus 
of, but hum the rest of it, and most 
of all - the sheer fun of the entire 
game. Animation is faultless, the 
backgrounds (especially the 
tropical storm) are beautiful to 
behold, and the whole game 
exudes quality. Great for younger 
players, but a magnificent game in 
its own right. Virgin have set a 
great record so far - keep it up! 
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I Run away, run away! I knew it was a mistake for Mmrito shove (hat 
fire cracker up the tiger's bottom. We live and leorn I suppose. 
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7 Oof! Shoot me owls for extra points, and then avoid their punches! 
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NO FUNCTION 1 NO FUNCTION 


START BOMB 
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KEITH 


A Look into my eye little boy! Come back Paul McKenna, all is forgiven' 

j I \ K • 


V Mowgli's pants of Bernard Manning proportions save the day! 


The first thing that 
strikes you about 
Jungle Book is the 
gorgeous 
backgrounds; they 
give the game a real jungly feel. 
The next aspect which leaps out at 
you is the splendid animation, little 
Mowgli moves around with ease 
and proves easy to control, even in 
the most awkward situations. The 
bosses are all superb as well, 
especially Kaa, whose eyes really 
are totally mesmerising! As for the 
sound well, just think of the film 
and there you go - it isn’t that 
much different, honestly guv! This 
is one of my favourite platform 
games of all time, it’s great fun 
without being too cute. Virgin have 
done an excellent job on this and it 
can only bode well for their future 
Disney products. I wait with bated 
breath for Beauty and the Beast\ 
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DINO DUDES 


LARGE RAPTOR 


PTERODACTYL 


SMALL RAPTOR 


SPITTER 


anxious to nick Hammond’s secrets, 
and so send in a crack team of wise¬ 
cracking marines to take over the 
island and begin shifting live samples 
to their laboratories on the mainland. 

Obviously the dinosaurs are still the 
main attraction of JPII, but now you 
have to fight the BioSyns with your 
own squad of InGen warriors, and in 
many cases, protect the reptiles from 
the human enemy. The game is 
divided rigidly into six missions, but 
there are also five emergencies to 
tackle along the way, and three final 
missions at the end. 

Now to the game you've all been 
waiting for (haven't you?). The 


A Parp! *Hey Jake l, I think I've soiled ma pants!" 

V One of your mission objectives is to stop this helicopter 
from air-lifting Gallimimus out of the park. 


Everyone knows 
Jurassic Park: the 
highest grossing film 
of all time. After Oceai 
faithful, but oh-so slow first game of 
the film, Sony have jumped the gun 
somewhat with this sequel before the 
film has even been green lighted. 

Supposedly taken from the actual 
film script, Jurassic Park II: The 
Chaos Continues is all about greed. 
John Hammond (the owner of JP) has 
decided to go back and recreate his 
scaly wunderpark. But first he must 
recapture the dinosaurs and repair 
everything destroyed by them. 

Unfortunately, BioSyn (the company 
who hired Dennis Nedry to steal the 
DNA samples in the first film) are still 


is back! 
























































A Use your hand-held computer to select a mission. 


missions vary from protecting the Gallimimus from BioSyn 
guards, to finding and trying to capture a T-Rex (not 
surprisingly you fail, but as long as you survive, the 
mission is over). 

The graphics are, for the most part, jungle, but you can 
also explore mountain tops, a volcano and the buildings 
of the park itself. From looking at the screen shots in this 
review, you probably won’t be impressed, but I the 
backgrounds on some stages are excellent, with up to 
five layers of parallax that all give the impression of 
depth. 

As reported in our WIP last issue, 

JPII has some excellent dinosaur 
sprites such as the ’raptors and 
pterodactyls, but the star of the show 
is of course the T-Rex. Thundering 
along; snapping at the bumper of the 
jeep, you can appreciate the many 


Many mags thought 
this game was going 
to be massive, but 
as soon as a 
horizontal platform 
format was announced my heart 
sank. The original was good 
because of the overhead view, the 
Mode 7, and the way the game 
followed the film’s basic concept, 
but JPII does away with realism in 
favour of arcade action. Not a bad 
thing, but not earth-shattering 
either. The graphics are good and 
the much-talked about T-Rex is 
superbly animated, but under-used. 
I thought the two player was a 
great idea and it does work well, 
but the slowdown is also a bit of a 
downer. A decent enough platform 
iame which deserves to do well. 


For all its faults 
(such as general 
sluggishness and 
an infuriating lack of 
a save game function) I 
enjoyed the original Jurassic Park 
game, as it possessed plenty of 
atmosphere and, almost uniquely 
for a movie licence, dared to be 
different with its 3-D exploration 
sections. Jurassic Park //, on the 
other hand, reverts to the well-worn 
platform shoot-’em-up format, and 
ends up as Super Probotector with 
’raptors. It’s a classic case of 
playing it safe to produce a film 
licence by-the-numbers, and as a 
result isn’t particularly exciting or 
different. It’s not bad, and the two 
player mode adds some life, but it’s 
not brilliant either. 


A An InGen fighter is jumped by a randy 'raptor as a spitter looks on and laughs! 

hours it took to get the animation and smooth movement 
of limbs just right. Very impressive, but couldn’t we have 
seen more of him? 

The InGen sprites are very good, looking purposeful and 
mean, but I did notice some severe slowdown when both 
were pumping away with their guns. This is simply 
unacceptable, especially when Super Probotector did 
away with this bug years ago. 

And yes, I did say more than one sprite, because of 
course JPII can be played by two InGen’s simultaneously! 
This means that one can watch the other’s back, or team 
up to defeat a rampaging ’raptor or spitter (as it’s 
technically called). Without doubt this is the saving grace 
of JPII , because doubling up with a friend is much more 
fun, if only because you can laugh at the 
other player as they are mauled by a ’raptor. 

JPII is a fun game, but like the original, it 
can get a wee bit boring as you endlessly 
wander similar looking jungles. However, 
like Alien 3 (which it does resemble in 
places), the eerie music and dark graphics 
create a menacing atmosphere which goes 
someway to reviving the tension of the film. 
A good conversion, but there are many lost 
opportunities and it lacks that vital spark of 
originality to catapult it into the big 
leagues..^ 
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KEITH 

The Game Boy has 
never really enjoyed an 
abundance of pinball 
games, not surprising 
really when you 
consider the screen blur problems that 
have cropped up on fast moving games in 
the past. With this in mind, I was expecting 
something very unplayable. To a certain 
extent I was right. The ball blurs terribly 
when travelling at high speed and tends to 
look like a piece of elastic. However, if this 
game is played in a well lit room, preferably 
with a spot lamp nearby, there shouldn’t be 
a problem. 

Kirby’s is one of the more varied pinball 
games on the market. There are three 


tables in all, each of them working on a flip 
screen basis, with four screens per level, 
plus any bonus levels you may find hidden 
on the table. The bonus games are 
excellent and include a football game 
where you have to flip Kirby into the back 
of the net as many times as possible to 
score a ridiculously large amount of points. 

Unfortunately, trying to reach the special 
sections of the game can be extremely 
frustrating, as most of the time it involves 
flipping Kirby into a star which is circling 
the screen at approximately 10Omph! One 
mistake and you fall down three screens 
and have to complete the whole process 
again. It is also very annoying that there is 
a great big obstacle right in the middle of 
the screen, and this often ricochets the ball 
down the wrong hole. 

A great touch to Kirby 's Pinball is the 
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I have to say I’m not M 
a fan of Kirby, but 
this really turned C 
my head. The ^ 

graphics are func- 
tional, but it is the realistic way that 
Kirby bounces around the screen 
that really sets this above other 
pinball games. However, I definitely 
agree with Ryan: it should have 
been a scrolling game, rather than 
flip-screen, as this interupts the 
action and you can easily lose your 
place and fall back down. The main 
problem I found, was that the 
screen blurs badly when Kirby hits 
high speed. After a couple of 
hours, my eyes were stinging and I 
had had enough. Kirby should 
carry a health warning - don’t get 
engrossed, or it could seriously 
damage your vision! Apart from 
this, Kirby s Pinball Land is a 
highly enjoyable and thoroughly 
addictive puzzler. You won’t be able 
to put it down in a hurry! 


1 




A-Z OF GAME: 









Despite the fact 1 \^vr=^Yf) 
that Kirby is a \ jKZ/l/ y" 

dumpy little ghost, \\ VI 
this game plays 
incredibly well as a 
pinball sim. Although I would 
criticise the programmer s choice 
of using a flip-screen format as 
opposed to a scrolling table. This 
annoying factor makes the game 
unnecessarily difficult to get into, 
as the action isn't fluid and is thus 
constantly flicking between a 
multitude of similar-looking 
screens. Having said that, the initial 
problems do little to tarnish the 
long term appeal of Kirby’s Pinball 
Land , because like most games of 
this genre, once you start playing, 
you're well and truly hooked! 

If pinball games are your thing, 
then look no further. Despite its 
shockingly cute visuals, Kirby is 
one mean mutha of a game, with a 
.tough challenge to boot! 


® 199 l.l^ L 3 
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characters these are. It's a shame you hove 
Km oil to make the warp star appear. 
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<1 Isn't this what 
Swindon Town 
need - an octopus 


interesting idea of having a 
level guardian once Kirby 
manages to reach the top of the 
table. This is a good idea, as it 
means that each table is 
effectively completable and 
gives the player a sense of 
purpose, rather than the normal 
pinball tradition of mindlessly 
amassing as many points as 
possible. 

There is also a useful save 
game option in Kirby s Pinball. 
Anyone who is any good at this 
type of game knows that some 
games can last up to an hour, 
sometimes even longer! So 


when that magical two million 
points barrier has just been 
broken and you feel a coma 
coming on, no problem - just 
hit the Select button to store 
the game for future play. What a 
brilliant idea, well done 
Nintendo! 

Kirby s Pinball is a well 
presented, varied, playable and 
exciting pinball game. The 
graphics are not outstanding 
but then, they don’t have to be - 
they just need to be clear and 


precise. The beeps emitted are 
acceptable sounds for a small 
round creature to make while 
being smashed around a pinball 
table, however the title music 
can become annoying. If you’re 
looking for a jovial pick-up-and- 
play pinball game, you could do 
much worse than try Kirby ’s 
Pinball. However, due to the 
screen blur problems, I would 
recommend you also buy a 
2,000 watt searchlight so that 
you can see Kirby himself! 


CONTROLS 
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I KIRBY 
SUCKS! 


It's a well known fact that Kirby sucks. In fact, the most 
famous inhabitant of Dreamland does nothing but suck and 
blow all day long. He made his Nintendo debut in Kirby s 
Dreamland (Game Boy) which was immediately recognised 
as one of the most original and playable Game Boy titles 
ever. 

The platform-based gameplay revolved around sucking 
enemies in and then blowing them back at other foes in order 
to defeat them and progress through the many levels. This 
nifty trick probably evolved from the fact that Kirby only has 
small arms, and these are better suited to short bursts of 
flight, rather than punching the nearest enemy. 

His second appearance was in Kirby s Adventure (NES), 
similar to Kirby s Dreamland but with more levels and more 
colours - just! 

The Kirby character was created by the same team who 
conceived the most popular video game character of all time 
- Mario. 

Like any good hero, Kirby has an evil arch rival he must 
consistently keep in check, this one going by the curious 
name of King Dedede. 

So there we have it. The reason Kirby sucks, is because his 
arms aren’t long enough! 
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What could be more I 
fun than blowing \ 
messy holes in 
criminal filth with a 
.44 Magnum? Lethal 
Enforcers , that's what! As Damian 
said, this is the closest conversion 
of the coin-op so far - pretty much 
everything you’ll encounter in the 
arcades is here, apart from the 
dodgy bloke hanging around 
behind the pinball tables. The guns 
are by far the best of their type 
around; accurate, solid and well 
made, they make the Super Scope 
look like the laughable length of 
drainpipe it is, and add 
tremendously to the fun of the 
game. The only problem is - yup - 
the price. £75 is a hell of a lot of 
money for a cart. But it’s just so 
damn playable... Shotgun! Boom! 


A pair of Dogs face each oth er ol 
over the £4 Mr Wl^te owes Mr Or 
for a pizza. — _ ^ 


Having found out whose fault it wji 
the phone bill wasn’t paid, MriMfi 
prepares to exact revenge.^^ 


at cT traffic warden 


to ticket his Astra, 


V Down in Chinatown - things are stirring. You can blast the windows in this section, as well as blowing away Stevie Wonder! 


There's only one 

way to play Lethal 40 

Enforcers with any 
credibility. Feet 
astride, both arms 
outstretched with a Justifier in each; 
blasting away at the multitudes of evil 
scumbags who pop up in banks, boats 
and chemical plants. Of course, to fulfil 
this Reservoir Dogs fantasy, you first 
have to buy the game, which comes with 
a shiny new light gun, yours for only £75 
squire. But if you want another Justifier 
(finished in a lovely pink colour), you 
must go out and buy it separately for a 
huge £17.99. Faced with an 
astronomical £92.98,1 don't blame you if 
you just stick with one gun. This is a 
pricy game. But is it any good? 


Lethal Enforcers is of course a 
direct conversion of the thrilling 
coin-op which features almost the 
same plastic guns as you get with 
the Super NES game. Each one is 
large enough and well made, to 
produce a genuine feeling of 
butch, macho gun-linging 
nonsense. All that’s missing are 
the Dirty Harry laconic one liners, 
the half eaten hot dog stuffed in 
your mouth, a dodgy pair of 


accidentally pump the cops full of lead. 


The game they banned in Germany! 










After only a few 1 \^s 
minutes play, I was \ Y 

completely hooked M I 

on Lethal 
Enforcers , who 
wouldn’t be? The fabulously 
sculpted Justifier guns create the 
authentic Dirty Harry feeling of 
blowing hordes of crazed punks 
away! It’s just a pity about the 
price. I personally got my kicks out 
of using both guns to uphold the 
law, and at an additional £18 to 
have the complete set, things are 
getting a little out of hand! If you 
liked the coin-op then you certainly 
won’t be disappointed with this. 
Excellent graphics, great sound 
effects and stunning gameplay - 
you don’t have to be gun crazy to 
play it, but it helps! 


JUSTIFIER 
IMK LOVE 


Pretty versatile, this Justifier Not only can it 
help you act out your Reservoir Dogs fantasies, 
but it can also change into any handgun you 
fancy! Check these out... 


PRODUCER 

KONAMI 
(0895) 853000 

PRICE 


shotgun-peppered brown flares and outlandish chunky 
sideburns. 

As with all the light gun games, you get the option to 
realign the sights and alter the difficulty level to suit your 
style of play. Lethal Enforcers is a one or two player 
simultaneous game, with credits split between players 
during the latter. Now we ve got past the technical, 
boring front end stuff, it’s back to the action. 

Lethal Enforcers is a superbly programmed game. The 
collision detection with the guns is spot on and 
enormous fun is derived from shooting the criminals who 
appear from behind cars, desks, barrels, crates and even 
a jet plane. The screams and groans when you shoot 
people are perfect, and even the pitiful “don’t hurt me” 
from the bimbo bank cashiers is here. 

Unlike the coin-op, you get to choose what stage to 
start on, and I have to say that this takes away the fun of 
reaching the later levels. The good thing about this is 
that you will never get frustrated by not being able to 
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A The really stupid ones always stand in the foreground. 

complete every stage. In this game, it’s not so 
much who gets through, but what rank you are, 
and how many innocent civilians you blew 
away (in my case - loads!) 

The basic plot of the game involves you, as a 
streetwise detective, whose mission is to rid 
the five stages of bad guys. Each level is well 
digitised from the coin-op, and I am glad that 


A Blast this helicopter in the engines and rotors to down it for good! 

can never get enough of it. I’ve completed it loads 
of times, but I still snatch a game whenever I can, 
and the target shooting range (taken straight out of 


little touches like the subway signs and the Lethal Weapon) is perfect for honing your skills. 


OVERALL 





burglar alarms that can be shot for extra points 
are included. This was not in any of the Sega 
versions, indeed the Super NES game is by far 
the closest copy of the coin-op I’ve yet seen, 
but it is substantially slower. Even the fact that 
you can blast open windows and the fuel tanks 
of the cars is here. Who could ask for more? 

What I really like about this game is that you 


I have no hesitation in giving Lethal Enforcers a 
high rating, Konami deserve to do well with this 
game, but it is just a shame that the price is such a 
joke. Nearly £100 for a single game is outrageous, 
and proof, if ever it was needed, that someone 
should step in and force the prices down. 

A brilliant game if you can afford it, but it is 
cheaper than the coin-op itself - just. 















Bound to be a roaring” success! 


are no match for me pace 


Believe it or not, 

Lion King is in fact 
Disney’s first ever 
ORIGINAL feature 
length cartoon. By 
original I mean that it isn’t based on a 
ye olde fairytale. Hot on the heels of 
their spectacular Jungle Book , Virgin 
have acquired the rights to the 
console adaptation - and by crikey 
what a truly stunning piece of 
software it is! 

Armed with a cool 24 Megs of sheer 
unadulterated power, Virgin have 
probably captured the most authentic 
film licence ever, which is blatantly 
obvious as soon as you switch the 
game on and your ears are treated to 
a delicate jungle-esque sound score 
before the music lunges into a 
booming rendition of “Circle of Life.” 
From that moment on you know that 
you’re going to experience something 
very special (or throw up in a bucket, 
whichever comes first). 

The game chronicles the coming of 
age saga of a young lion cub named 
Simba, in the African plains. Simba is 
next in line to take the throne from his 
father, King Mufasa, much to the 
dissatisfaction of Mufasa’s evil 
brother, Scar. One day, Scar, along 
with his twisted henchmen, (a group 
of wheezy hyenas) hatch a plan to 
bump off the father and son combo by 
luring them into the path of 
stampeding wildebeests. 


A The wheezy old hyenas 
of nimble young Simba. 


Mufasa dies and Simba is promptly 
exiled from the kingdom as Scar 
settles comfortably on the throne. 
Now Simba must overcome the odds 
and regain the throne which is so 
rightfully his, but you can bet that 
Scar won’t give it up without a fight. 
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A The 3-D in-yer-face stampede section 
is stunning! 


KEITH 


If you can work 
through the early 
levels which I can 
only describe as 
being so cute 
you’ll lose your senses, you’ll 
discover a seriously addictive 
platformer. The aspect that 
impressed me more than anything 
else was the amount of moves old 
Simba can perform and all of them 
animated with such style. If you’re 
expecting a flimsy, cutesy, platform 
game then think again. Lion King 
has so many different types of 
level, that you’ll be left rubbing 
your hands with anticiptaion, 
wondering what this dramatic 
jungle is going to throw at you 
next. It’s all played at such speed 
as well, a masterpiece of platform 
entertainment, it gets better and 
better the more you play and is 
beaten by only one other - EWJ. 


You, as Simba, begin 
the game as a dainty 
little cub whose naive 
innocence launches him 
to all time high 
character cuteness. You 
only have to let go of the 
controls and watch him 
gleefully smile as a 
butterfly flutters around 
his head to know what I 
mean. 

The first level, set on a 
hillside, eases you nicely into 
the epic journey and is a 
relatively straightforward 
platform affair requiring 
accurate jumps. 

Later, you must swing on 
elephants’ tails, bounce on giraffes, and even 
dodge obstacles on an ostrich! The only possible 
escape route is as the clue at the start of the level 
indicates, you must roar at selected monkeys to 
arrange them in a set order before allowing them to 
throw you to safety - bizarre, but true! 


A Simba attempts to out-scramble the raging waters. 

From the moment you begin however, 
you’ll have to double check that you 
aren’t watching the film - I kid you not, 
the animation is breath-taking and far 
better than Jungle Book (which was a 
tough cookie to beat). 

As Simba is a four legged creature, he 
bounds around like no sprite you’ve ever 
controlled before. I especially liked the 
way you jump for a rock, only to 
narrowly miss it and grab on with your 
front paws; leaving your hind legs 
scrabbling madly at thin air to gain a 
foothold - marvellous stuff! 

Lion King is essentially a platform 
game (no surprises there), but it is 
extremely playable due to the fact that 
the style of levels are constantly 
changing. This means that you never tire 
of repeating the same old processes. 

The game continues to simmer away 
with more platform sections set against 








































beautiful backdrops and extremely 
sinister baddies, before it notches 
up another gear and you’re treated 
to the visually spectacular 3-D 
stampede level. 

This really has to be seen to be 
believed. Simba runs frantically 
towards the screen, hotly pursued 
by a crazed herd which he must 
weave in and out of in order to 
survive. Although a similar effect 
has recently cropped up in Sony’s 
Mickey Mania , this scene steals the 
crown hands down for sheer 
adrenaline-rushing atmosphere. 

Eventually, as you progress 
through the game, Simba develops 
into a fully fledged lion and his 
pathetic tom-cat squeak is replaced 
by a hearty roar, and he also comes 
equipped with more animations and 
a hefty arsenal of attack moves to 
duff up the onslaught of leopards, 
monkeys and hyenas. 


A Scare the monkeys into switching direction and they'll throw you to safety. 


A Now a fully fledged lion i, Simba prepares to regain his throne. 

This is where the gameplay once again takes a 
jHH turn for the better. Instead of just platform action, 

I you’ve now got scrolling beat- em-up, as Simba 
prepares for the final showdown with Scar. 

The Lion King possesses all of the little traits that 
. make a good platformer, such as plenty of collectables, 
\ hidden sections and a great bug-catching bonus game 
> 1 featuring Simba’s best buddies, Timba and Timon. 

[J Another feature which in my mind seals Lion King as 
perhaps the greatest platform game from the Disney 
^ stable, is the challenge. Whatever difficulty setting 
you have it on, you don’t stand a bat in hells chance 
of completing it for ages. And whereas Jungle Book 
became slightly repetitive after prolonged play, Lion King 
offers so much variety and depth that you’ll never miss an 
opportunity to pick it up again. 

Virgin could have quite easily rushed this and made a 
total balls-up, but thankfully they’ve produced an absolute 
corker of a game which even gives the film a run for it 
money in the entertainment stakes. Super NES owners 
have never had it so good.^ 

- VS/mfeo lunges at the hapless hyena andoro^ i, inh rf* ^ 


SLASH (ADULT) 


DOUBLE SLASH 


Two cracking 
platform games in 
two months - it’s (? *— 

just too much! C 

First, honesty time. 

I thought Lion King would be a pile 
of feline faeces, because a) it’s a 
film licence, and b) everyone said it 
was going to be the best thing ever 
(a sure sign of a BAD game). Well 
hush my mouth! Lion King is in fact 
extremely good in a sort of sugery- 
sweet-really-well-programmed- 
instanty-playable kind of way. The 
animation on Simba is delicious. 
The way he bounds around with his 
big padded paws, scrabbling for 
grip on cliff ledges and tumbling 
down piles of bones in true Disney 
fashion. The sound is also truly 
inspirational, with Simba’s cute 
half-roar being my favourite. 
Personally, Elton can stick his 
vomit-making commercial 
soundtrack, but the game I’ll keep 
playing again and again. Merry 
Christmas, Virgin! 
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RATINGS 


Strangely though, the graphics seem to have 
deteriorated. In Madden '94 they were touching on 
perfection, but now they’ve been totally reworked to 
resemble what I can only describe as naff-looking Power 
Rangers , who all move like they’re clenching eggs between 
their buttocks! Jfl 

I can see what the programmers have tried to do in making 
the sprites look more shapely, but the end result is sadly 
disappointing. The tunes are also worthy of the sin bin as 
they wouldn’t sound out of place in a Forties war film. 

Predictably, the Mode 7 swirly bits that debuted in the '94 
version are back in full effect every time the ball is turned- 
over to the opposing team or an instant replay is used. 

Once you get into the full swing of a match, Madden 95 
plays much like the others. Of course, there are more 
plays to choose from and they can now be selected 
without a huddle to save time. A great touch. 

Another aspect which irritated me was simply the 
r throwing the ball. Before, you could happily snap the ball 
and then bring up windows to see which receiver was free 
before passing. But now you have no such guidance and 
must wait for precious seconds, looking for a free receiver. 
Why fix something which isn’t broken? 

Being a huge fan 
of the series, 

Madden ’95 is a 
major let-down which 
lacks innovative 
ideas and pales into 
insignificance when 
compared to the 
mighty Madden 94. 


Sports 


Have 


EA 
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end 


reached t 

the road? 
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year!^ 
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Cart the kicker steal 


extra point 


DIVE 


A The end zone is in sight, can the 
Rams hit it? r J 


When American 
Football games are 
drop-kicked into the 
office they tend not to 
turn my head. When one 
arrives in front of me for the fourth 
time it makes me turn my head 
rapidly... in the other direction. The 
players seem to have been drawn 
on a pick ’n mix your own 
appendage basis, and the action is 
agonisingly slow. There are also no 
windows to show you who you can 
pass to which makes it totally 
unplayable in my book. Why ruin 
the reputation of a once credible 
game by slowly killing it with sub¬ 
standard updates? I 


day 


y 


Pa As the receivers break free in the end zone, the SF Quarterback winds up a pass 
t> Once again 


Although the Street 
Fighter II concept has 
taken its fair share of 
stick over recent months 
it’s time to turn our 
attentions to another game 
and will probably continue to, 
heavily in the “takin the p***” top 
Madden 95 is yet another upgraded 
American football sim, developed once 
again by Visual Concepts, the team 
behind such stunning greats as Clay 
Fighter. Madden ’95 has been given a 
totally new front end to keep up with 
the lesser gridiron games that are 
constantly trying to muscle in on the 
fat man’s territc 


playbooks are 
open for 
business. 


Fat boy’s back in town! 


JUMBLE 


JUMBLE 


PLAYB00K 


PLAYB00K 


TWIST 


PASS/RUN 


EVADE 
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Welcome to the 

wonderful world of WBBWS 

parallel universe where 
anything can happen... and 
usually does! A world when in the 
middle of a pitched battle, a 
superhero can confidently recite a 
thesis on Chaucer whilst cracking 
skulls and using sonic blasts. 

Maximum Carnage is rather like a 
superhero’s convention because it 
incorporates some of the greatest 
names ever to grace the pages of 
comic books. Spider-Man, Venom, 
Captain America, Cloak, Deathlok, 
Firestar and Iron Fist to name a few 
of the good guys. 

The aim of the game is to defeat 
Carnage, who is busy building a 
league of super villains with which to 
rule the world. Throughout the 27 
levels you will face many of 
Carnage's paid human guards, but 
occasionally one of the super 
villains appears in the form of 
Carnage, Shriek or Doppleganger. 


Let the carnage begin! 


mnmi 
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The first few sections of the game focus on Spider-Man, as he 
pursues Doppleganger and Shriek through some of New York’s 
dingiest hell holes. 

To start with. Maximum Carnage plays just like any other 
scrolling beat-’em-up. You walk along, bash a few hoods and street 
punks and then face-off against a big boss. 

However, once you begin to experiment with Spidey’s 
assortment of combat moves, things take a dramatic turn for the 
better. Like Batman Returns , the main character can perform 
standard kick and punch moves, as well as slightly fancier stuff 
with the aid of his web-shooter. 

Maximum Carnage would, let s face it, die a cold death if it relied 
just on a horizontal beat-’em-up format, so the programmers 
(Software Creations) have included such hero-esque feats as 


A Slurp! "Aarrgh, he licked me, man , / can t believe he licked me!" 












While I can LI ) 

understand why this 
game will appeal to ( 
the masses - exce- ( ZHp® 
lent presentation, 
continuity with the comics, brill 
sound and graphics etc - the 
gameplay itself is as flawed as ever. 
Beat-’em-ups, by definition, are 
repetitive, similar looking and all 
use the same collision detection. 
MC plays exactly the same as 
Renegade by Imagine all those 
years ago, particularly the two girls 
who whip you with their hair. I also 
hate it when you can be punching 
three goons simultaneously - that’s 
not like real life! How many 
skinheads do you know who all 
stand together waiting to get 
punched? Not a bit of it sonny, 
they’re out with the flick knives and 
bicycle chains! MC is a good game, 
but not a great one. It is better than 
Batman Returns , offers plenty of 
challenge and loads of comic book 
capers, but it is just another beat- 
em-up and thus should be treated 
with caution. 


Wow! I’ve never 1 l jr 

seen a comic book V 
adaptation presented 
with so much panache 
and style. It almost makes 
me forget how ordinary the action 
is - run, punch, kick, run, over and 
over again. As for the sound 
effects, I’ve certainly never heard 
such a pathetic clicking sound 
after being hit by a giant skip. I’ll 
be honest, I’ve never been over¬ 
impressed with scrolling beat-’em- 
ups as a whole, and in my opinion 
this doesn’t improve or further the 
genre in any way. There’s a simple 
formula here for whether you’ll like 
it or not: Marvel fan + scrolling 
beat-’em-up fan = Maximum 
Carnage fan, otherwise this is a 
T>ig no. 


A The heat is on! Spiderman hotly pursues the dreaded Demogoblin. 

scaling tall buildings, chasing villains across rooftops, 
and of course the inevitable web fights with massive 
guardians. You are also able to play as either Spider-Man 
or Venom on the later levels, and by playing as Venom, 
you'll uncover levels that you wouldn’t see with Spidey! 

As a game. Maximum Carnage oozes mass appeal. It 
just can’t seem to put a foot wrong. The category in 
which it scores most highly in my books is the graphics, 
which are fabulous recreations of the original comic 
book artwork - not necessarily detailed, but highly 
colourful and fabulously animated. 

No game would be complete without a storming sound 
track, and rock gurus 
Green Jelly have ^ - jo/6720 

done a great job in 
composing a high¬ 
paced atmospheric 
score to accompany 
the hard-hitting 

action. I 
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the Fantastic Four HQ, Spidey has to fight the Muzzoid. 


A After entering 

Most beat-'em-ups fall into the trap of being laughably easy 
to complete, but Maximum Carnage chews on that theory and 
spits it into the gutter along with all the competition, because 
with nearly 30 long levels - you won’t complete this game in a 
hurry! 

Unfortunately, 
originality doesn't play 
a big part in this 
otherwise excellent 
game. There's nothing 
here that hasn't been 
done before, although 
with the exception of 
Batman Returns , never 
as good as this. * 


























KEITH 


From the moment it (BSBSnSttfiA 

Mechwarrior 
begins, with its T2 

sequence, you 

know you’re in for a hard hitting 
monster of a game. Based on the 
best selling board games, you play 
Herras Ragen, a mercenary who 
along with other hard edged 
Mechwarrior pilots is out to bring 
down an organised gang of rebels 
known as the Dark Wing Lance. 

You start your quest on the planet 
Galatea in possession of a light 
Mech. a heavy-metal exoskeleton, 
with very few weapons, but as you 
battle through the game this can be 
upgraded with particle cannons, 
homing missiles and lasers if you 
have enough cash. 

Even better, when you have 
accumulated enough money, up to 
eight more Mechs, such as Heavy 
and Assault can be purchased and 
added to your fleet. Each one comes 
with some serious firepower. 


Weapons are not the only add-on, 
in fact most pilots pride themselves 
on customising their Mechs with 
extras such as heat sinks (which 
stop your Mech overheating), 
armour, and jets which enable your 
craft to take to the air and catch 
enemy Mechs napping. 




A Nip off down to the bar to catch a bit of 
gossip and check out the latest brews. 

< A couple of Mechs on the horizon and the 
computer s locked onto one of them - open fire! 


There are dozens of missions to 
complete, ranging from riot control, 
to all-out offensive campaigns, but 
you complete them all by destroying 
every enemy Mech. Each mission 
has a price, of course. Generally 
speaking, the more enemy you 
destroy, the more money you’ll 
receive upon completion (although 
don’t be afraid to ask for more!). 
Most of the time the rewards can be 
bumped up with a bit of careful 
negotiation, but don't go too 
overboard or the contract price 
could be halved! 


Multi-megaton heavy metal mayhem! 
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Mechwarrior truly is I 
a stunning piece of \ V 

software in every sm. I 

sense of the word. It 
acts as a doorway 
through to another world where 
instead of writing about games for 
a living, you get to pick and choose 
missions involving hair-raising 
confrontations with 50 foot killing 
machines. The graphics, although 
not breathtaking, are practical and 
serve their purpose well, but what 
really steals the show is the 
gameplay. I particularly liked the 
bar in which you meet most of your 
shady customers, and the 
satisfaction when you save up 
enough cash to purchase a new 
and even more effective weapon. 
Mech Warrior is definitely a game 
for the more tactically minded as 
opposed to gung-ho ‘shoot now 
ask questions later’ types. Get 
blasting! 


W4& 









Mechwarrior is 1 

certainly heavy on the V 
atmosphere and 
presentation, neither of 
which can be faulted. Where it 
falls down badly is variety - there 
isn’t any! Once you’ve tooled up 
your Mech with all the usual jolly 
weapons of mass destruction, you 
touch down on a landscape as flat 
as a snooker table and pump away 
on the fire button at anything that 
moves until... well, with all that 
megadeath hardware, you’re hardly 
going to invite them to a private 
viewing of Reservoir Dogs , are 
you? The story elements may give 
the game an ongoing plot of sorts, 
but these only crop up between 
missions, which never vary from 
the zap-zap-die-blammo format, 
rather than involving you in any 
actual adventuring. If you want 
some mobile suit mayhem, 
Konami’s Cybernator should do 
nicely - Mechwarrior , however, is 
too repetitive to recommend. 
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SELECT WEAPON 
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V Affectionately known as the Chop Shop, this is where you kit out your Mechs. 
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The battles are fought in glorious ~ 

Mode 7, with the enemy Mechs » Jjr* 

chillingly portrayed as huge menacing 
monsters, their great lumbering torsos Af I 

drawn perfectly with their guns blazing ^4^ 
constantly. Heated battles often 
produce memorable moments such as 
shells exploding yards in front of you. producing crimson 
walls of fire pierced by the ominous silhouette of an assault 
Mech as it slowly rumbles towards you. 

Undeniably, the thrill factor is 
high and the blast-everything-up 
theme works well, but I couldn’t 
help thinking that the missions 

should have been longer, with a AA j. 

bit more to do such as rescuing * '*** 

stricken Mechs, or possibly + * 

having the option of prowling the 

landscape in groups. m M 


CONTROLS 


It's also a shame that the play area 
is completely flat - even the 
buildings! Just imagine how the 

atmosphere could have been 
improved as you wander the 
+* 3-D landscape, never knowing 

when an enemy Mech might 
-g creep around the corner of a 
UnT* 1 derelict warehouse... 

I However, one of the great 
strengths of Mechwarrior is 
the way it immediately throws 
you straight into the action 
and keeps you pressed 
■ 1 against your seat for the 
entire game. 

As the story unfolds new 
characters are introduced to you. like 
the beautiful spy. Lana Mann who is a 
handful even for the most 
experienced pilot, and not to mention 
the sleazy informant known as Roden 
Wull, who for a few thousand credits 
will blurt out the most interesting of 
stories. 

Mechwarrior is a superb piece of 
software, in fact I d be hard pushed 
to think of a better blend of strategy, 
tense Blade Runner atmosphere and 
constant nerve-tingling action. It’s 
originally presented and a joy to play, 
a great game and worth serious 
consideration. 


RATINGS 

GRAPHICS ! 


GAMEPLAY ob 
LONGEVITY 37 


OVERALL 


.ugApgns - 

M Gun 134 
L. LASER 
PCLCAN 
L MiS 0 12 

HGvn 52 
S Mis 15 


Jtl 


* 

.fjf 

'■ 


H-Gum l*»6 
_ _ IXASCt 

•4* p rt 1 AM 

f 

— 'o'—* #»•- .LMivtli Id, 

r - ^ HGvn *>21 




mm ms t, 


















Mega Man is a l JT 

seriously rock hard V /[ i 

robot who spends jfeti/ 

his entire on-line 
existance annihilating 
robots who have been created and led 
astray by evil Mad scientists. The new 
generation of Megamen are now known 
as the X generation and are new, 
improved and more solid than ever 
before - behold Mega Man X! 

After waiting a very long time for the 
Super NES debut of Mega Man , the 
initial reaction has to be one of slight 
disappointment. It’s pretty similar to the 
original series on the NES and that’s 
half the problem really. You would have 


A Predicaments such as this is how X earns his living, what a great way to die. 


You can’t keep a Mega 
Man down! 


thought the programmers would leap at 
the chance to put in a bit of mode 7, or 
at least use the Super NES’s 
capabilities to produce something a bit 
tasty. Look at the job Konami did with 
converting Castlevania onto the Super 
NES, remember the rotating corridors? 
Not to mention all the other deft 
touches which gave the game that only 
possible on the Super NES’ feeling to it. 

Unfortunately, we are presented with 
something which is basically just a 
graphical overhaul and the most 
shocking thing of all is the slow down. 
I’d say that it slows down even more 
than the NES versions of the game, I 
just can’t accept that. Why is it that 
games like Rainbow Bell can handle 


What a / 

disappointing pile 
of cack! Whatever /jm 

happened to 
innovation? This could 
quite easily pass for an 8 bit game 
had it not been for the inclusion of 
some basic parallax and some 
fancy colour. After the hype, I for 
one expected something more for 
Mega Man’s Super NES debut. I 
would have at least hoped that the 
programmers could have taken out 
some of the slow-down that 
plagued the NES series, and 


A At the start of each section a suitably ugly robot is introduced. 


KEITH 







1 1 


although the graphics may look 
reasonable from the screen shots, 
they don’t move smoothly and 
could have benefited from being a 
little larger. On the plus side, Mega 
Man X is very challenging, but 
without playability there’s nothing 
to really draw you into the game. 
Only Super Street Fighter II could 
redeem Capcom of this! 


V When danger reared its ugly head, he bravely fumed his tail and fled. 




^o» i# 


several sprites on screen at once and 
Mega Man X struggles to cope with two? 

Do Konami have access to some 
special chip that Capcom don’t know 
about, or is it that Capcom simply don’t 
know how to program (certainly not the 
case with Street Fighter II)? Whatever 
the reason, it stinks. 

The sound is fairly acceptable 
however, and the music is upbeat and 
funky; appropriately complementing the 
action. The sound effects are very 





















IS! 


y?E_Gf\ii 


A The middle box is the entire play area map. Around the edge are embarrasing 
passport photographs of the bosses. 


similar to the NES and Game Boy 
offerings, but then they suit the 
gameplay, so that’s fine by me. 
Some sort of speech wouldn’t have 
gone amiss as well. 

When you ignore its many 
shortcomings and get down to 
seriously playing the game, you’ll 
find that Mega Man X does keep 
you enthralled. Generally, it’s quite 
playable once you’ve fought 
through a level several times. You 
begin to learn where the enemies 
are going to appear, and it’s quite 
satisfying blasting through to the 
end boss. 

Guardians have changed, which 
is a relief; I couldn’t cope with 
another collection of oddball 
robots parading around as 
psychotic henchmen. They now 
have sensible names like Spark 
Mandrill?! Forgotten are the days 
of Woodman, Cutman and 
Bubbleman, but I think the NES 
ones were a lot tougher to kill! 


It’s a shame, but 
Capcom really do 
seem to have made a 
balls up with what I 
thought was a dead cert 
game. I’ve played the NES versions 
(how many are there now? Eight? 
Ten?) and I thought the first one 
was great, but the idea has been 
dilluted since then. Mega Man X is 
a fine looking game, and I honestly 
believed that it was going to be the 
next big thing, but I have to say I 
was disappointed from day one. 
OK, the graphics are good, and to 
be fair the sound is also 
exemplorary, but what happended 
to the game in the conversion? 
Mega Man is now slow and 
ponderous when there are loads of 
sprites on the screen, and I think 
it’s stupid that he cannot shoot 
directly upwards to take out those 
damn birds! No, I’m sorry Capcom, 
you did good with Street Fighter //, 
but the magic has definitely gone 
out of this one. 



A You should see the size of the cockrooches. 


A A typical morning on Old Christchurch Road, starring X in the role of Traffic 

A fairly well thought-out 
password system has been 
implemented also. You can 
go through a level 
hundreds of times, keep 
powering-up weapons 
I and energy and be 
' completely rock hard for 
the following level, this of 
course means that the 
whole game is made a bit 
easy, but as I always say: the 
bigger the gun, the bigger the 
fun. 

So when taking everything into account, 
Mega Man X is quite good. But I had to 
think about it in the following light: If I 
bought this game and my best friend 
bought a similar style of game, ie 
Skyblazer , who would be the most 
disappointed? It would be me. At the end of 
the day, if you want a quality platform blast, 
then go for Skyblazer. For someone who 
has played every Mega Man game, Mega 
Man X is a severe disappointment. ^ 
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V A pair of missiles set out on their brief ' but exciting i, journey. 


It s war! The battle for JM 

Earth is on, and you ^ 

must lead the Colonial 
forces against the nasty 
Federal army, a group of people so evil 
they push to the front of the queue at the 
post office, find Noel Edmonds amusing, 
and eat their McDonalds burgers without 
removing the gherkin! Obviously, they've 
got to be destroyed, and, this being the 
year 2117, you’ve got the hardware to do 
it. Metal Marines, forward! 

The eponymous Metal Marines are 
giant robotic exoframes, which form the 
main fighting force of your army. Backed 
up by a battery of various missiles, you 
have to use your troops to locate and 
destroy the enemy’s bases while 
defending your own bases against the 
Federal onslaught. 


mine 


A Ho ho! The enemy bunker foils prey to a squad of 

Metal Marines . 

Metal Marines is essentially a 
straightforward wargame, dressed up in 
Nineties clothes. A simple two-button 
control method lets you first of all 
construct equipment and defences, then 
unleash them on the Feds. Since your 
resources are limited, you have to juggle 
the available funds between weapons 
and defence - spend all your time 
building up an offensive force, and the 
Federation will be able to launch missile 
strikes with impunity, but concentrate on 


Heavy Metal Blunder! 


constructing near-impregnable defences and 
you’ll find that the Federal army has done the 
same, and they’ve got more funds to begin with! 

Launching an assault is simple - too simple, in 
fact. The basic idea is to send in a force of Metal 
Marines to destroy the Federal air defences, then 
fire off a missile barrage to wipe out the 
undefended targets. Leaving aside the obvious 
question as to how come the high-speed missiles 


USE THE FORCES! 


Careful planning of your army’s spending is essential if you’re 
going to defeat the Feds. These ten systems are the basic 
building blocks of your offensive, and if used correctly, they’re 
devastating! 






ANTI-AIR MISSILES 

| A wall of these on your island's 
shore is vital to hold off Federal 
missile attacks. 


FACTORY 

Increases the speed at which 
your weapons are built and re¬ 
armed. 



METAL MARINE 

It's mobile suit mayhem with 
these monsters. These are your 
ground troops - use them well! 



ENERGY PLANT 

You need energy to run your 
army, and you need these to 
provide it. The more the merrier! 

-3 ^ ^ 


MINEFIELD MISSILE 

Got problems with Marines Ruin your opponent s day with 

landing on your lawn? You need a these handy cruise missiles. Can 
minefield. John. be upgraded to fire two at once. 


GUN POD 

Close-range defence against 
enemy Metal Marine landing 
forces. 


ICBM SILO 

Let's go atomic surfing! The 
ultimate weapon, these babies 
require a lot of energy. 





RADAR 


SUPPLY BASE 


Used in conjunction with your AA You need money, and lots of it, to 
the ‘ "* 


missiles, these increase t 
accuracy of your defences. 


build all the weapons, and these 
help stock up the piggy-bank. 









HOP FUNDS 


NFOlr- 



• > * 

br* * 



safe- 


A At last! The ICBM silo is ready for a launch... 

are taken out instantly by anti-aircraft fire, but the 
lumbering marine dropship strolls through unscathed, 
the battle sequences show up Metal Marines as being 
too limited to provide long-term entertainment. 

The opposing forces are each located on a different 
island, so attacks always come from the same direction - 
no chance of launching any sneak attacks or outflanking 
enemy forces here - and there’s no way to employ any 
neat tactical strategies. You launch up to three Marines 
(wow), they land in a specific area, and then clank about 





A ...and thar she blows! Prepare yourself for a very sad pun indeed. 


Although strategy 
games aren’t my 
particular cup of 
tea, I felt strangely 
drawn towards Metal 
Marines! I think this is because 
underneath my cool, laid-back 
exterior lurks a power-crazed fascist 
dictator, and the many tactical plays 
appealed to this side of my 
character. Although Metal Marines is 
easy to get into and is ultimately 
very addictive, in my opinion it 
could have benefited from a battery 
back-up option as opposed to 
passwords because once you start 
playing you’ll not know where those 
Lhours go! 



I really enjoyed 
this game... for the 
first five minutes, 
then I discovered that it 
doesn’t change at all. 

Countless missile attacks are 
blown out of the sky by the 
enemy’s always superior firepower, 
then an uncannily accurate 
counterattack severs all my supply 
lines, destroys all my defenses and 
then toasts my remaining base! 

You spend the next five minutes 
trying to rebuild with barely ample 
Tory funds, before the enemy 
pound you again, this time with 
even more marines! Sorry, but this 
is far too limited and unfair. Like 
Andy says, it needs to be more 
flexible and realistic. A two player 
option would have made Metal 
Marines more fun in the long run. 


until they’ve either destroyed everything 
in that area (after which they fly back 
home) or are taken out themselves. You 
can’t drop Marines in an undefended part 
of the island and have them sneak their 
way towards a base - it’s all or nothing in 
one small area, and if it’s full of 
defences, you’re in trouble! Nor can you 
split your forces, send out decoys or 
build a beach-head on the enemy island. 
The game is more akin to Battleships 
than any kind of strategic simulation. 

Despite all the attractive graphics, the 
amusing cut-scenes where you get 
messages from the opposing generals, 
the jaunty music and the clever and 
effective user interface. Metal Marines 
actually contains very little strategy. The 
simplistic action soon becomes tedious; 
it needs more control and depth! There’s 
still room for a truly great war game on 
the Super NES, but as it is, I d go for 
Powermonger- or, better still, wait 
around for the conversion of Dune 2.Q 
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V In the 3-D chase sequence , Mickey must evade a giant moose. 




lind Mickey Mania 
eed. It all begins 
' and all his toonland 
* gather for a prestigious 
awards ceremony in his honour. 

All goes well until his arch enemy, 
Pete, puts a dampener on things by 
stealing his golden paintbrush award 
during a fit of rage. However, this is 
no ordinary paintbrush, as Pete 
discovers to his dismay when he 
touches a cinema screen showing 
Mickey’s finest cartoon moments and 
is promptly warped inside along with 
Mickey and his friends. Now Mickey 
must battle his way through seven of 
his most celebrated cartoons to 
confront Pete and retrieve his magic 
brush. 

The quest begins in Steamboat 
Willie , Mickey’s first ever animated 
feature in 1929. To capture the 
authentic feel of the time period, 
nearly the whole level is played in 
glorious black and white-o-vision. I 
say “nearly” because elements of 
colour start to creep in midway 
through for no apparent reason. 


A Mickey runs riot in a castle inhabited by stoats. 


< 


I am constantly 
amazed at how 
good Super NES 
programmers are 
getting. EWJ, Lion 
King and now Mickey Mania - you 
can’t get graphics better than this! 
The animation on every single 
character (my faves are the 
skeletons, but the ghosts are also 
hilarious) is pure Disney brilliance 
and what surprised me was the 
originality of some of the levels. 
The moose sequence is a laugh, 
but I particularly liked the chemical 
experiment in the castle. Ultimately 
though, despite being graphically 
perfect, Mickey Mania is just too 
easy, and the levels are incredibly 
short. For young kids only. 
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KEITH 


Obviously the first level is designed to get 
you used to the controls and prepare for the 
quest ahead, because you don’t really do 
much at all, apart from skip around and jump 
on a few boxes. 

When you first encounter Pete at the end of 
the level things begin to pick up as you blast 
him with apples - the animation is simply 
superb; perfectly recreating the original 
cartoons. 

Moving on to the second level you 
instantly forget the distinct lack of action in 
the first. In this scenario, Mickey must rescue 
his beloved pooch, Pluto, from the clutches 
of a mad doctor. There are sinister skeleton 
guards and out of control surgical trolleys to 
avoid; all are amazing to look at, especially 
the skeletons who get my vote as the best 
animated sprite in any video game. 

This level manages to retain a lot more of the classic 
Oisney feel whilst at the same time giving the player 
plenty to keep them on their toes. The remaining levels 
just seem to get better and better, with special credit 
going to the excellent Moose Hunt (with its stunning 3-D 
chase sequence) and Mickey and the Beanstalk levels for 
their graphical excellence. 




A "Quick Pluto, hand me my industrial sized fly-swatter..." 




Although I 

^3 happily breezed 
® through most of 
the game in no 
± f time at all, 

Mickey Mania 
\ ^ \ does actually get 

more and more 

* • M challenging as 

you go through. 

* * F Like most Disney 

games though, 
the graphics are 
essentially what 

gives the cart its life. Once you seen and done 
everything there is to do, there’s nothing to keep you 
coming back for more. 

Sadly, Mickey Mania is a classic example of this - it’s 
very pretty to look at and cunningly addictive to start 
with, but once you battle with Pete for the final time, the 
cart will be relegated to the dusty shelf for good. 

Although this is a decent enough platform game and 
will no doubt be in popular demand with the younger 
generation, it lacks that certain spark to keep everything 
flowing along, and ends up playing like a collection of 
sub-games roughly strung together by a plot designed 
for a three minute cartoon. Younger players will love it, 
but it doesn’t offer a lot of play for the money. Q 

V When bored at home, why not try a spot of lounge boating? 


Absolutely no way! 

I’ve started to enjoy a 
few more platform 
games recently as the 
general quality of them 
increases slightly, but Mickey 
Mania seems to be a throwback to 
the days when simplistic gameplay 
was all the rage. It’s all well and 
good having incredible cartoon 
graphics, sure it will probably 
attract a few Disney-mad young 
kids, but graphics like that need 
substantial amounts of gameplay in 
order to appeal to cynics like me. 
But no, water levels, ghost levels 
and forest levels all stand proud as 
though they are the highlight of a 
spectacular and original game -1 
think not! 


NO 


FUNCTION 


NO 


FUNCTION 


NO 


FUNCTION 


JUMP 


NO 


FUNCTION 



























REVIEW 


RYAN 


It’s that time of year 
again when pulses 
start rushing, 
rumours start 
circulating and fists start 
flying. No, it isn’t the Tory 
conference, but in actual fact Mortal 
Friday! Mortal Kombat II on the 
Game Boy may be overshadowed by 
its 16-Bit brother, but in its own right 
this is one heck of a cart! 

Game Boy MKII is very much a 
scaled down version of the hugely 
popular coin-op. It features only 
eight characters as opposed to 12, 
so Johnny Cage, Rayden, Kung Lao, 
and most surprisingly, Baraka, have 
all taken a back seat in this 
otherwise stunning conversion. 

The story follows on from the first 
gripping instalment. Shang Tsung, 
disgraced after his defeat in the 
Shaolin Tournament, is seeking 
redemption from his master. Shao 
Khan. Tsung is given one last 
chance to prove his worth and 
so goes about luring 
contenders to the Outworld 



A The best Fatality is when Liu 
Kang morphs into a dragon and 
fries his foe! 



A Pow! Ihc dragon incornolc shows his 
true colours with a devastating flying kick. 



(DAMIAN 



Isn’t it funny that 
blood ceases to 
be horrifying if it 
is a different 
colour? Think 
back to those horrendous 
Seventies Dr Who films where 
the Daleks were prised open like 
a tin can - remember the blood? 
A sort of pea soup colour. Were 
you scared? Nope. And it’s the 
same with the Game Boy 
version of Mortal Kombat II. It’s 
far less controversial and so the 
bone-rending ingredient of the 
risky Super NES game seems 
far more toned down, but luckily 
it still plays well. The moves are 
even easier to execute on this 
version because the lack of 
buttons means that the 
emphasis is on the directional 
movement - just like SF//! The 
death moves are still great 
though and I’ve no doubt that 
this is the best Game Boy beat- 
’em-up ever! 


Let’s get 
ready to rumble! 

where battle will commence for a second time. 

Who said lightning never strikes twice? 

For me, MKII on the Game Boy was an 
impossible dream. How could Probe possibly cram 
it all into such a small cart? Apart from the omission of 
four characters and the hilarious “Friendship’’ 
finishing moves. MKII is virtually coin-op perfect. 

Like the original, the gore is very hard to gets to 
grips with, especially as there are only three buttons 
instead of the coin-op's five. However, once you 

V Jox offers Kitano on olternofive remedy for her migraine! 
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Jax's moves 
include ground 
pounding, sonic 
waves, and back 
breakers. His 
Fatality consists 
of shattering his 
unworthy 
opponent s head. 

Kitana's moves 
consist of flying 
fans, fan chops, 
and an awesome 
fan lift. Her 
Fatality has 
something to do 
with a fan and 
someone's head! 

Probably the 
best all-round 
fighter, Liu Kang 
has high and low 
fireballs, and a 
brilliant bicycle 
kick. His dragon 
Fatality is 
beyond compare. 

Mileena isn't 
quite as sexy as 
she first 

appears. Her 
moves include 
the sai toss, and 
teleport kick. Her 
Fatality is a kiss 
of death! 

Reptile can spit 
acid, fire 

forceballs, and 
turn invisible. 
His Fatality 
involves lashing 
his opponents 
head off with his 
tongue. Yummy! 

No change in his 
conventional 
special moves, 
or his Fatality 
come to that. He 
has spears, 
teleport 
punches, and a 
nifty air throw. 


LA 

i 
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L/^ Shang can 
morph into any 
other fighter, so 
CT> he has literally 
loads of moves. 
His own consist 
c —- of fireballs, and a 
life-sucking 
CX"*> Fatality. 



70 

o 


Sub-Zero’s best 
new move is his 
ground freeze. 
This causes foes 
to slip on ice 
whilst he 

pummels them. 
His Fatality is 
totally shattering! 
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Unbelievably, Mortal I l jt 

Kombat II on the V 
Game Boy still has all \ 
the death moves, which^* 1 ^^^^ 
is quite impressive for a 
monochrome screen. It only has 
eight characters though, which is 
sad, but I guess more characters 
would have meant a bigger cart and 
we know what that means, don't 
we! It still suffers from the same 
lack of gameplay that the Super 
NES version does, and who ever 
heard of a beat-'em-up where you 
can’t kick the pants off your best 
mate? That’s right, there’s no two 
player mode, which of course is 
going to severely affect the 
longevity unless there’s a stack of 
cheats for it, which might actually 
be quite bad in the long run as it 
seems fairly easy anyway. As Game 
Boy beat-’em-ups go this is the 
best, by far. If you want a change 
from platformers try this out, but 
don’t expect any long term 
challenge. 


Kf TrtNfl 


The only real benefit of 
owning a Super Game Boy for 
MKII is the enhanced size of 
the screen. The characters 
now look better defined and it 
is easier to see the brilliant 
animation. Unfortunately 
there’s no personalised 
border, and I couldn’t find a 
suitable colour palette to 
compliment the game. 


KEITH 


PRODUCER 


t Here's the magnificent... er, eight! Wot no Baraka? 

perfect the different moves the game takes on a whole new 
lease of life, especially when you begin to incorporate 
them into combos and really kick some ass! 

Then of course there are the notorious finishing moves, 
and this version boasts three different sets for each 
character. Firstly there are the standard “Fatalities”, which, 
although slightly different from the coin-op in places, are 
guaranteed to make you chuckle insanely when you see 
heads exploding and bodies being torched, shattered, 
maimed and cleaved in twain - all good clean fun! 

There are also the comical ‘ Babalities” which involve 
regressing your stunned opponent to a nappy-clad cherub. 
And not forgetting the “Spike Fatalities”, which consist of 
hurling your opponent upwards into a wall of razor-sharp 
spikes (only in certain areas). 

All this frantic bashing of skulls is accompanied 
‘ by some eerie atmospheric tunes and loads of 
l token grunts and crunches which help the action 
- v along nicely. 

Graphically, MKII is excellent. The sprites are big 
and well drawn and the animation is nearly perfect. 
There's no blood present, but you hardly notice 
j because the gameplay s so good. 

The only bummer about this game is the fact that 
'.’V there is no way to play against another human 

S controlled player, not even via a link-up. Which is a 
pity because that is where MKII works best. 

However, the one player mode is challenging and 

Ik. is undoubtedly the 

1 greatest Game Boy beat- —fl 

W em-up ever, and w ill W : k If 

— remain so for all eternity - jgg5lB-4i ^ I 
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Ketchup galore! 


Lot s face it - it s 
impossible to talk 

about Mortal Kombat 8 

without the words 
fighter 1 and street’, 
not necessarily in that order, creeping 
into the conversation. 

These two bent-’em-ups have always 
been bitter rivals. Some people 
forcefully maintain that the original 
Mortal Kombat was superior to Turbo. 
but I found it - especially in its 
emasculated, gore-free Super NES 
incarnation - clumsy and limited in 
comparison. And without the blood that 
gave the game its infamy, it was a pretty 
lame and pointless affair. But then the 
sequels arrived! 

Super Street Fighter turned out to be 
a disappointment. So you got a few new 
characters. Big deal! MKII, on the other 
hand, promised much more. 

Coachloads of new fighters, scads of 
secret tricks, hidden levels, special 
finishing moves... and most importantly, 
all the death and blood of the arcade 
machine left intact! MKIhs the first 
beneficiary of Nintendo’s new, vaguely 
grown-up censorship policy. 

Can MKII live up to the hypo? Can it 
leave SSFII a twitching, toothless heap 
on the floor? Can it drag me away from 
Tempest 2000 on my Jaguar? 

Bloody right it can! 


LIU RANC 




A Tm your biggest fan!" trills Kitana as Andy 's love of 
terrible puns gets the better of him. 

The original’s seven controllable fighters have 
been boosted to 12; five are completely new, two are 
former bosses from the first game, and the 
remaining five are familiar faces, but with some new 
tricks up their blood-soaked sleeves. 

The two characters from MK unaccounted for - 
Sonya and Kano - can be seen, chained up and 
writhing in perpetual torment, in the background of 
one of the arenas. That’ll teach 'em. 

MKIfs digitised graphics of the fighters are the 


ww 


Rentembcr that bit in A Kiss Before Dying where Sean fain 
building and her head goes splat? Now you can do it at home 





7 Shang hung lets rip with the screaming skulls. 



0 M 


PARANA 



Unlikely to be up for 
the same roles as 
Hugh Grant, this 
toothy mutant might 
still get a Wilkinson s 
Sword ad - the first 
blade shaves you 
close, the second 
closer still. Right down 
to the bone, in fact! 





same size as those of MK, but 
are generally clearer and more 
smoothly animated. The 
backgrounds, too, have been 
given an overhaul. The temples 
and dungeons of the original 
have been replaced by more 


varied and imaginative locales, 


from fog-shrouded ruins to 

forests of human-faced trees that moan and howl throughout the 


match. 


The game looks superb - and sounds superb, with every 
character having plenty of screams, grunts and demented yip- 
yip-yipping noises. The music is agreeably atmospheric, and 


JOHNNY CAGE 



The egotistical self¬ 
publicist with the 
Bullworker arms 
makes a comeback, 
handing out pictures 
of himself to his 
friends and major 
spinal surgery bills to 
his enemies. Hooray 
for Hollywood! 





Former wrestler 
Jackson Briggs has 
become bored with 
the fake violence of 
the squared circle, 
and now dishes it out 
for real! Don’t let this 
man shake your hand 
- you won’t get it 
back! 




k'lTANA 


O! MINS 


This delicate rose is 
actually a hard-as- 
nails assassin, and 
those steel fans 
create more than a 
mild breeze. Her 
opponents tend to 
acquire lots of 
ventilation holes from 
their sharp edges! 


He’s a sinister warrior 
monk with an Oddjob 
razor-brimmed hat 
and an attitude, 
pledged to destroy the 
evil Shao Khan, 
organiser of the 
Kombat. Why? Well, it 
beats treading grapes, 
doesn’t it? 


t> Welcome to 
Mortal Mountain, 
the latest in theme 
park rides. It's even 
more dangerous 
than a trip to 
Blackpool Pleasure 
Beach! 


MV-/ 

Another survivor - in 
fact, the overall 
winner - from the first 
game, Liu Kang has 
picked up some new 
tricks in the 
meantime. When he 
does a death move, 
it’s a definite case of 
Enter the Dragon! 







FRIENDSHIPS 



Two words spring 1 \^rr 
to mind after a hefty \ / L 

stint of MKII... ) 

bloody and excellent! 

Bloody because it 
actually is very bloody indeed, 
which, as we all know is what 
Mortal Kombat is all about. 
Excellent because no other word 
could possibly do this game 
justice. Everything about MKII is 
pure class - graphics, sound, 
playability and presentation are all 
coin-op perfect in every detail. And 
there is just so many hidden 
elements to uncover that it will 
keep you engrossed for ages. 
Although the gameplay isn’t quite 
up to Street Fighter II in terms of 
tactical play and killer combos, 
there certainly isn’t a lot in it when 
its comes challenge and overall 
appeal. At least MKII has a lot more 
to it than meets the eye. If you only 
buy one game this year then make 
sure it is MKII , we couldn’t believe 
it and neither will you! 




<3 liu Kang uses 
his Hair Bear Bunch 
invisible bicycle to 
cause Sub-Zero 
some grief. 


V Looks pretty 
lead to me, yup. 
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KUNC LAO 


MtLEENA WINS 


p> "Ooh! Aah! Stop it, that tickles! 
Give over! Yipe! Eejo!" Baraka treats 
Rayden to a Ken Dodd special with 
extra relish. 



It’s not all death and mutilation in Mortal Kombat in Should you be feeling merciful toward your defeated opponent, 
you can treat them to a show of friendship instead of ripping their limbs off - although some of the friendship moves 
(such as Liu Kang’s John Travolta impression) are more painful to watch than the actual death moves. 

PARAKA JOHNNY CAGE JAX KONG LAC UP KANG 


A 


J l 

AX 

Mm 

i 

t 

i 

i * 


To make up for slicing his 
enemies apart with long 
razors, Baraka offers them 
a gift. Plasters, perhaps? 


Cage presents luckless 
losers with a signed 
photo of himself. How 
tacky can you get? 


Jax proves that his hands 
can do more delicate 
things than smashing 
skulls. 


Kung Lao obviously 
fancies himself as a bit of 
a Paul Daniels, producing 
a rabbit from his hat. 


A glitterball drops from 
the ceiling and Liu Kang 
becomes Mr Disco. Don’t 
trip on your flares! 


jlll. naoicio, pumapo . J ~ ^ ^ 

AAILEENA RAYPEN REPTILE SCORPION SOP-ZERO 


Mileena swaps her sai 
swords for wooden 
spoons, and gives the 
runner-up a nice cake. 


You’ve met Rayden, now 
meet Bernard, son of 
Rayden - a real chip off 
the old block. 


Ever aware of the money 
in merchandising, Reppy 
proffers a doll of himself 
as a consolation prize. 


Whatever Reptile does. 
Scorps can do better. His 
doll has gripping hands 
and eagle eyes! 


Yet another doll makes an 
appearance. Nothing like 
saving memory by using 
the same animation, eh? 
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MllEENA 


section 


Mileena looks much 
like Kitana, but her 
mask hides a set of 
teeth that would 
frighten even Cilia 
Black! As a result, she 
can give you a lovebite 
you won t forget for as 
long as you live - about 
three seconds... 


,UKJi 


RAYPEN 


The thunder god 
returns, charged up 
with a new set of 
Duracells and ready to 
fry some mortal ass. 
Explosions of entrails 
litter the arenas after 
he has fought there - 
the cleaning staff 
must hate him! 


oo MINS 


0 7 MINS 


> Gob on you, cause 
I hate your guts. Gob 
on you, kick you in the 
nuts! 


A hidden character in 
the first game, Reptile 
has finally been 
awarded star status. 
His mask and 
seemingly human face 
hide a secret that will 
surprise nobody 
who’s ever seen an 
episode of V. 


there’s an excellent narrator’ who announces the winners in a 
deep, smooth voice that’ll rattle the windows if the bass on your 
TV is set too high. 

The actual combat (kombat?) is also much improved over the 
original game. Some of the special moves used to be rather too 
fiddly to pull off during a fight, but MKII has refined the procedure 
considerably, so you can now send projectiles (and the fighters 
themselves) hurtling across the screen without having to stop 
fighting to carefully tap directions on the joypad. As a result, 
combat flows much more smoothly. 


SCORPION 


He may be dead, but 
that hasn’t stopped 
the skull-faced Scorps 
from coming back for 
the sequel. He can 
burn the very flesh 
from his opponent’s 
bones, so he’s always 
in demand at 
barbecues. 


OO MINS 


0 6 MINS 


AIT AN A 


SHANG TSONG 


The ultimate enemy from 
MK , Shang Tsung has 
been demoted for the 
death of Goro and has 
to fight his way back 
into Shao Khan’s good 
books. He can morph 
into any other fighter 
and use their powers - 
seriously hard! 


V This annoyint 


The frosty ninja from 
the original is back, 
and he’s cooler than 
ever! The blue-clad 
iceman is much the 
same as in his first 
appearance, but now 
his freezing moves 
are even more 
shattering! 
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Win 25 matches in a row, the last one 
against a human-controlled fighter, and 
you’ll be taken to face this shadowy 
figure, named after one of the 
programmers (spell it backwards). 


In one-player mode, win a round against 
the fighter before the ?’ match using 
only low kicks and you'll be able to take 
on this female ninja. Watch out for her 
behind the trees in the Living Forest 
stage. 


mm 


GORE! MAIM! KILL! 

MUTILATE! TEAR! 

REND! CRACK! I 
love it! There’s 
nothing better than 
ripping off some poor unfortunate’s 
arms and then watching all that 
lovely blood spurt copiously onto 
the marble. I don’t care what 
Acclaim say, MKll is all about 
hurting people. The death, babality 
and friendship moves are 
spectacular and a real challenge to 
get working, but when you do it’s 
sooooo satisfying. The basic game 
is vastly improved over the original 
(which I thought was crap and 
worth about 70%) and the new 
moves are much better, with Sub 
Zero’s icy floor and Jax’s grab & 
punch being my faves. Without a 
doubt the death moves are the key, 
as they convey the danger and 
mortality of the battles. Forget the 
poncy Super Street Fighter //, go 
for this and get to see Lui Kang 
turn into a 12 foot dragon and bite 
someone in two! A blinding 
Hammer Horror of a game! 


COME OUT, COME OUT, 
WHEREVER YOU ARE... 


JAPE 


NOOP SAIPOT 


Mortal Kombat //, like its predecessor, 
includes some hidden characters for you 
to hunt down and fight! They’re very 
difficult to find, and even harder to beat! 


RITANft 


OO MINS 
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The toughest hidden character to reach! 
In two-player mode on the Portal stage, if 
sound designer Dan Forden pops into 
the bottom right corner of the screen and 
squeals “Toasties!”, press Block and 
Down simultaneously and you’ll be taken 
through the Portal to fight Smoke. 


The flipside of this improvement in one area is, 
unfortunately, an increase in difficulty in another 
- those infamous death moves (and the new 
friendship and babality moves) are now 
incredibly cumbersome and hard to access. 

There can be few things more exasperating 
than beating the crap out of a bad guy and 
getting the long awaited “Finish him!” message, 
only to see the expected gory evisceration end 
up as a feeble prod in the chest because you 
were a millisecond too slow in pushing the kick 
button. 

Even after much practice, a lot of the finishing 
moves depend on sheer luck to execute, and I 
have to admit defeat on a few of them! On the 
plus side, when you do actually succeed in 
pulling off one of the gleefully gruesome new 
moves, it feels like Christmas. Mardi Gras and a 
date with Janine Turner (enough of the JT 
references - Ed) all at once... 

So, if you got MKll a nd SSFII drunk at the 
Docker's Fists, and one spilt the other’s pint, 

E> This is Kintaro. Shoo Khan s henchman, who makes Goro look 
like a badly animated rubber puppet. If you're wondering where 
Liu Kang is, he's just been punched off the top of the screen! 
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BABY FACE 


Another alternative to grinding your 
adversary to a pulp and selling them to 
McDonalds is to turn them into a mewling 
infant with a babality move. Waaaaaaah! 


There is absolutely l jt 

no other game which \ 
pushes the Super 
NES as far in terms of 
graphics and sound in the 
way which Mortal Kombat II has. I 
personally can hardly tell the 
difference between this and the 
arcade version. It has absolutely 
zillions of gruesome fatalities - 
name your worst nightmare and it’s 
there! However, I soon found 
myself becoming bored with the 
moves once I’d seen them a few 
times, which I believe is its major 
fault, as the only reason someone 
would persevere with MKII would 
be to see the moves, because the 
gameplay just doesn’t have that 
solid fluidity that a classic beat- 
’em-up should have. I have to say 
that I’m disapointed. I expected 
great things, but underneath the 
astounding visuals there is nothing 
more than a revamped MK. If you 
want to see blood and gore then 
you’ll love it, but if you want a long 
lasting, competitive and highly 
skillful beat-’em-up, nothing beats 
.Super Street Fighter II. 


pi \WINS 
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PRODUCER 


A Falling into the 
Dead Poof will melt 
the flesh from your 
bones. Hey. isn't that 
Michael Jackson? 


who’d be left standing? Well, SSFII 
is essentially an upgrade of an 
upgrade; it’s Street Fighter II with 
alloy wheels and a Blaupunkt. The 
changes over the years are purely 
cosmetic and the basic game 
engine, though good, is much the 
same. 

MKII , however, is a complete 
rewrite, the coin-op programmers 


(071)344 5000 
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CONTROLS 


KEITH 


I then improved the game more... and more... and more! 

V And the Super NES game, in turn, is a perfect conversion 
f of the coin-op. In fact. I’d go so far as to say that Mortal 
Kombat II is better than Super Street Fighter //, and almost 
as good as Turbo! 

That's not to say that MKII is perfect. The lack of decent 
combos and smaller number of basic moves means that 
combat isn't always as fluid as Street Fighter and the 
difficulty of performing the death moves can lead to extreme 
frustration. But the extra variety, increased toughness and 
hidden surprises pretty much compensate for this, and it has 
another bonus - come September, you'll actually be able to 
go to the shops and buy it, which is more than can be said 
for SSFIP. . 
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A Goal Tending means that the ball has been stolen from the air on its path to the hoop with rebounding. 


however don’t so much defy gravity, as 
re-write Newton’s law! You have been 
warned! 

The action is kept simple due to the 
fact that there are only ever four 
players on court at a time (apparently 
that’s what a ‘Jam is), and the various 
violations that draw an abrupt halt to 
normal matches have been reduced to 


just one offence. This makes for a fast 
and frantic game which seldom stops 
for breath, and is incredibly easy to get 
into, perhaps a little too easy! 

You see, scoring points requires a 
minimal amount of skill. Just one 
simple press of a button will cause you 
to surge into the air amidst a flurry of 
camera flashes and perform a breath- 


OS : S 


This jam is hotter than a Pop Tart! 




minium 


T U R E O 


Having already 
topped the arcade 
hot-list, NBA Jam 
looks set to take 
the Super NES by 

storm amidst a tornado of hype to rival 
that of the actual sport on which it’s 
based! 

NBA Jam does away with all the nitty- 
gritty nonsense you’d usually associate 
with a basketball sim, such as endless 
tables of stats and tactical plays, 
instead it concentrates on the crucial 
element that draws in so many eager 
viewers... the showmanship! 

Let’s face it, basketball wouldn't be 
half as interesting if its mile high stars 
didn’t defy gravity in an extravagant 
fashion to slam the ball through the 
hoop or shatter the headboard. That’s 
what makes NBA Jam so instantly 
appealing. The stars in this game 


k * 

^ VlJLs! jlj jji 


COHLi T6 nDIIIG 


MOFmi 


92 


REVIEW 






























A rianr aeicuvc rr r . 
attacking feom, ultimately causing f 


I’m not normally a big 
fan of sports sims, 
because a: I’m not a 
big sports fan (apart 
from Formula One), 
and b: they’re not usually all that 
much like the sport they’re meant 
to be simulating (Madden and FIFA 
Soccer on the Mega Drive 
excepted). NBA Jam , however, is 
different - the players actually 
behave like real people! It’s almost 
as if real basketball stars have 
been digitized, Tron-like, and put 
into a cartridge! Well, not really. 
But NBA Jam is good fun for one 
player, excellent for two, and 
absolutely awesome in full Multi¬ 
tap effect. Even if, like me, you’re 
not much of a basketball fan, NBA 
Jam is an essential purchase, and 
if you’ve got a Multi-tap, sell your 
.granny to get it! 






taking slam. This means that anyone can immediately pick 
it up and score loads of baskets, but serious fans may 
find the lack of realism offputting. 

However, scoring points is only half the fun. In my view 
there’s nothing more satisfying than stealing the ball from 
your opponent at the pinnacle of their shot, and then 


HfllFTIITlE 

REPORT 


LOVELY SUPER SMASHING 


Some spectacular dunks (usually those that are performed from way-out) 
cause the back-board to shatter into smithereens. Highly satisfying stuff! 






A At halftime you'll be given a full report on the first half statistics, 
basically assessing how well the players have performed. 
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AIR BARKLEY BURRIN’ CROUCH DUNK 





dashing straight up the other end; adding 
insult to injury by hammering the ball into an 
unmarked basket! The rough and tumble 
tactics involved in playing this game make a 
mockery of the ‘no physical contact’ rule, as 
players shove, punch and barge their 
opponents to the deck in order to clear a 
path to victory. 

Anyone familiar with the NBA coverage on 
television will be aware that when a player 
has had an outstanding game, he’s classed 
as “On Fire”, and in NBA Jam this phrase is 
taken literally! When any player scores three 
successive baskets without the opposing 
team scoring, they become like a human 
volcano; causing the ball to transform into 
glowing fireball and enhancing the fiery 
player s defensive and scoring abilities. The 
ultimate experience is slamming the ball into 
the hoop when you are on fire, because the 
net is engulfed in flames and a little 
mushroom cloud appears. Brutal! 

This is just one of the many novel 
graphical touches that sets the game aside 
from any of its immediate rivals. The sprites 
are very well defined and move with enough 
style and grace both on court and in the air 
to capture the authentic feel of the sport, this 
coupled with the spot-on commentary and 
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^ choosing your team, check-out the various strength bars at the 
bottom, these will indicate how well the players perform in these areas. 

. excellent sound 

effects make for the 
ultimate jammm 
experience! 

* NBA Jam is also 

crammed with game 

5^1 stats, real team strips, 

Reebok squeaks and 
even a really handy 
turbo button so that 

— r - \ you can mount a last 

\ minute sprint for the 

\ basket. This coupled 

• — ••• - — \ with some brief film 

footage at the halfway 

point, means that this game is one of the best 
presented on the Super NES. All it lacks is a 
commentator like Ron Barr to spur on the action and 
provide chat in the interval. Why is it on EA have a 
monoploy in this department? 

I for one have never see animation quite as smooth 
as this in any basketball sim, of course you’ll have to 


mrnii 


























Yes, yes, yes! I) ) rr^/L 

Ahem, excuse me. 

NBA Jam is simply C ^—S ( 

my favourite sports C 
game of all time! 

The graphics are superb, speech is 
incredibly atmospheric, and it plays 
like a dream - in short, it’s the 
bee s knees and no mistake. What 
really sets NBA Jam head and 
shoulders above the competition is 
the easy way you can pick up the 
action, and the fact that you don’t 
have to worry about dropping the 
ball, or tripping over your laces. 

The one player game is a bit of a 
dog, but two, three or four players 
is fantastic, and I strongly advise 
you to get a Multi-tap, purely for the 
benefit of playing this, and Super 
Bomberman of course. Buy this 
now! 


PASS/DEFEND 


PASS/DEFEND 


SHOOT/JUMP 
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PRODUCER 

ACCLAIM 
(071)344 5000 

PRICE 

£49.99 
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FEATURES 

PASSWORD SYSTEM 
MULTI-TAP OPTION 


CONTROLS 


A All that stands between the attacker and two 
points is a determined defender! 

to really work towards. Thankfully though, this is 
certainly not the case in NBA Jam , with over 60 
different dunks, plus the added tactical play of stealing 
the ball from your opponent and blocking their attack. I 
will guarantee you'll not be able to forget this game in a 
hurry! 

NBA Jam is quite simply the best game I’ve played in 
a long time - it brings a breath of fresh air to the sports 
sim genre, and proves that you don’t have to be a 
basketball enthusiast to enjoy splitting a few hoops! 4. 

V Hot stuff! The meteor like ball falls like a burning comet through the hoop! 


see it running to really appreciate the 
fantastic graphics, but take my word for it, 
this is as close to a coin-op your going to 
get! 

Despite its sheer excellence, NBA Jam 
isn’t without fault and my initial 
disappointment was the lack of game 
options. Okay, so it's identical to its arcade 
counterpart, but I think it would have 
benefited more by the inclusion of a season 
mode, or perhaps a knock-out tournament. 
The on-court perspective can also be a 
hindrance at times, especially when 
attempting to block an opponent's basket, 
as you may think you’re jumping directly 
under the basket, only to realise that you 
are in fact lodged in the corner. By then it’s 
too late! 

The four player game is also a hum¬ 
dinger to work out, however this is offset 
by the rewarding experience of having 
three other buddies jammin’ it out 
simultaneously for endless hours of 
frenzied dunking enjoyment! 

Usually, games as easy to get into as this 
suffer in the long term playability stakes, 
arguably due to the fact that there’s nothing 
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For those of you j\ //_ Ac^ 
who are seriously, J ( I TAS 
and I mean L 

seriously, into the / 

squeaky trainer 

sport, NBA Live ’95 is one hell of a 
basketball game. 

All you six foot fanatics out there 
who sit down to watch the television 
on a Saturday afternoon, gawping at 
all the size 25 Nike shoes as they fly 
through the air, will be ultra pleased to 
hear that NBA Live ’95 has Shaq 
O’Neil, Barkley, Oakley and co, in a 
sliding, gliding, twirling, isometric 
slam dunk frenzy. 

Unlike NBA Jam , which was pure 
arcade, NBA Live ’95 is more of a 
simulation of the sport, and so 
immediately I found the moves were 
performed in a more realistic way. 

The object is still to score as many 
baskets as possible by three pointing, 
denying and dodging the opponents, 
but the emphasis is on your accuracy 
rather than just letting the computer 
do all the work. However, there is an 
arcade mode amongst the wealth of 
game options and so this game will 
satisfy all players. 

The five team members (as opposed 
to two in NBA Jam) force the player to 
pass the ball around more; anyone 
attempting to charge straight for the 
hoop will be frustrated time and time 
again by a defence which is absolutely 
rock solid on all three of the difficulty 
settings. 


A FIFA repeater? 


Y_A shambling defender mokes no impact on the steamin' forward. 


Wow, it’s like FIFA 1 
all over again, man! \ / V 

I must admit that VV jH ' 
my first few 
minutes in front of 
this game were spent fumbling 
around for the “turbo” button! A 
further ten minutes and I was 
convinced that the NBA Jam ghost 
that had affected my judgement of 
other lesser basketball games can 
finally be laid to rest. NBA Live ’95 
has it all, real players, full teams, 
and gameplay so fluid it’s 
frightening! I especially liked the 
way in which you can dash up court 
and then throw the ball at your team 
mate and he’ll already be airborne 
and ready to slam the ball home 
like a proper comrade! The fact that 
there are more players means that 
you can be strategic as well as 
flash. In my opinion, Keith was mad 
not to give this a Gamer Gold! 


< The players get ready for the tip-off! 


KEITH 














































One thing the 1) j 

Super NES is 

lacking in is an C uS—^' { 
NBA Jam with more i 
to it. I’m a BIG fan ^ ^ 
of the Acclaim classic, but it was 
always too shallow and needed a 
more serious side to win over the 
strategists. NBA Live 95 fills the 
gap admirably, but let’s face it, it’s 
not as good to play as Jam. The 
options are brilliant, though. All the 
teams, stats, leagues and players 
you could ever want are just itching 
to get out on the court, and I really 
liked the way it highlights your 
team’s best player at the start of 
the match so that you can use him 
more often. With all this, you’d 
expect a Gamer Gold for sure, but 
the only thing that drags the game 
down is the slightly clumsy 
gameplay which mirrors FIFA , but 
doesn’t quite work as well. I would 
recommend NBA Live 95 to any 
fans of the game, especially if 
you’re not happy with Jam's 
unrealistic moves. 


A A couple of ragged defenders try to stop the inevitable slam dunk. 

Obviously, playing a human opponent is far more 
satisfying than the computer, but the programmers, 
Electronic Arts, have incorporated an artificial intelligence 
that helps in offence and defence and makes the one player 
game more aggressive. 

Basically you control one player at a time, but if you pass 
to a computerised team mate who’s near the basket, he’ll 
do his best to dunk it. The same applies to defence, so you 
never have to worry about marking different players 
because the computer takes care of it all; leaving you to 
dunk away and steal all the headlines. 

NBA Live '95 is by EA Sports and so you get all the great 
front end presentation, but in an effort to capitalise on 
FIFA's success, they have used the same perspective and 
as far as I can tell, the same game engine as the football 
game. 

Your player moves in the exactly the same way as the 
teams in FIFA and so despite the smooth control method, 
the old flaws are still here. 

Players ‘moonwalking’ rather than chasing the ball, a split 
second delay in switching to another player, and worst of 
all, the way all the players scramble into the key after the 
ball, rather than finding open spaces to pass into. You can 
almost let the game play itself - and still win! 

When the play goes your way then the game is great, with 
you stringing together flowing dribbles, dummies and then 
the final flamboyant helicopter slam dunks. 

All this can be replayed in the time honoured EA Sports 

_ _ fashion, from every 

conceivable angle and at 
whatever speed you desire. 
You’ve got to admit, they’re 

t fll | the best at what they do. 

8 What you have here sports 

fans is FIFA with sneakers, 
hq 4 and if you liked the footy 

j i game, then you’ll instantly 
j take to NBA Live ’95. 
fc|i Everything a basketball 

Wf ;'fck connoisseur could ever want 

is right here, including a 
choice of seasons and play- 
•- p|H|| offs - all battery backed-up. 

But it doesn’t have the 

000 ***^ ; instantly addictive gameplay 

of NBA Jam. True, this is the 
larger and more true-to-life 
game, but Acclaim’s 94% 

* N ) effort is still king of the 

heap in my opinion. NBA 
Live 95's good, but not 
f. 100% jammin’! ^ 
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SHOOT/STEAL 


V Twisting through the air like a Texas Typhoon is 
prelude to a spectacular basket. 
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CONTROLS 


TEAM SELECT 


Scoring 5th 

Rebounds 23rd 

Bali Controi 10th 
Defense 6th 

Overall 1st 


Season 82 Games 
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V The tension is mounting as the two teams prepare to... er, puck off! 


“Hi there sports 1 

fans and welcome 

to another action T \ y\ 

packed schedule of 

non-stop ice- 

maiming action, courtesy of EA 
Sports!” NHL '95 is the latest in a 
long series of ice hockey games 
which seem to evolve very, very 
slowly on an annual basis. 


So what extras does the NHL 95 
outing have to make avid skaters part 
with their wonga? One word - 
playability! Unfortunately, there’s also 
a loss - the omission of your friend 
and mine, Ron Barr, commentator 
extraordinaire. Ron is sorely missed 
because he gave the previous games 
an added media twist which really 
made you feel as if you were on TV. 

Like Madden 95, the front end 
presentation of NHL 95 has been 
upgraded to appear more user- 
friendly, and there are a couple of 
new options to fiddle with. Generally 
though, it's business as usual with 
EA Sport quality. 

But swiftly moving onto the 
question on everyone’s lips. How 
differently does it play? Surprisingly, 
it is actually miles better than NHL 
94. _ 


Where’s Ron Barr? 


EimrUMCJBUL 


SHOOT 


Like Ryan, I was 1) 
sure this was going 
to be complete ( 
rubbish, after all, C 

NHL 94 was. But ( -- 

NHL '95 is significantly faster, it is 
easier to score, and on the whole a 
lot more fun to play. EA Hockey on 
the Mega Drive is still the best ice 
hockey game that has ever been 
programmed, but this is getting 
there, and it was certainly a great 
distraction from the deadline for a 
few hours. Of course the two player 
is best, but even the one player 
tournaments have plenty of 
challenge. Better graphics and 
sound - what more could an ice 
hockey fan want? 


1 S A How small does the goalie feel now? That goal could be costly! 

^ ( For starters, the matches have been speeded up to a 
more frantic and realistic pace. You no longer swagger 
up-rink with the speed and grace of a woollen-slipper 
clad geriatric on a Velcro carpet. Now you glide along and 
can dart in any direction you please at the drop of a hat, 
which makes for edge-of-the seat matches that leave you 
sweaty and drained (just like the real thing). 

All the player sprites are now bigger and more detailed, 
but sadly the crowd seem to be made up entirely of 
expressionless Fred Flintstones! 

I must admit to disliking the previous two EA Super NES 
hockey games quite considerably, but NHL 95 is heading 
back to the playability and fun factor of the original Mega 
Drive game, EA Hockey , and that can only be a good thing. 

The end result is a highly-paced and easy to grasp 
hockey sim with oodles of playability. Trade in the second- 
rate prequels and get this immediately.^4 
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Just what has 
happened to Pac- 
Man? I demand to 
know. There was a time 
when he was just a ball with 
a big gob who preyed on vulnerable 
spooks, but now he’s become a 
personality with eyes, arms, legs... 
and, well more besides! 

Snatched from the bosom of his 
family and transported back to the 
year 1975 by an evil witch with 
nothing better to do, Pac finds 
himself snared in a hostile world 
consisting of flying sheep and 
strange mutated plants who are all 
unaware of Pac’s fame (probably 
because he hasn’t actually been 
invented yet!). 

Based on the Amiga game Furry of 
the Furries , Pac-ln-Time features five 
different locations bursting with over 
ten taxing levels. You must collect a 
certain amount of pills dotted around 
each level and then find the exit to 
the next. 

It sounds easy, but in actual fact all 
this unfolds into quite a difficult 
platform/puzzle adventure. 

As you charge up the Super NES, 

Pac-Man bounds onto the screen as 
he has done hundreds of times 
before over the years, but this time 
he has good reason to hold his head 
up high and smirk knowingly 
because Pac-ln-Time is one of the 
most compellingly addictive games 
I’ve played in a long time. 

The game starts off with just a few 
pills dotted around a straightforward 
platform level, but in no time at all 
the challenge is heightened with 
more pills and levels so big you 
could lose an articulated lorry in 
them! 

The way in which you can only do the simplest of things 
like dive underwater with the aid of a collectable item 
ensures that there is plenty of explorational enjoyment as 
you scour every nook and cranny for the desirable object. 
This also makes it perfect for younger players who are 
looking for an introduction to the big leagues. 

Although Pac-ln-Time features fabulous graphics and 
sound effects, it is really the addictive gameplay that steals 
the show, and I guarantee that as soon as you start playing, 
not even tidal waves, earthquakes, and volcanic eruptions 
will tear you away from it.^ 




I found Pac-ln- 
Time 

unremarkable in 
almost every aspect. 

The gameplay is 
simplistic to say the least and 
involves collecting all the dots on 
the level, but then that’s what he’s 
best at, isn’t it? But it doesn’t really 
make a good platform game and I 
soon became bored wandering 
around levels that graphically 
remain pretty much the same. The 
way you can swing around is a 
novel twist and reminded me of 
Bionic Commando on the NES, but 
that’s no reason for buying a game 
and I would certainly recommend 
EWJ over this for sheer playability 
and enjoyment. Very average. 


Pac-ked with fun! 


FEATURES 

SUPER FX CHIP 
SUPERSCOPE SUPPORT 


CONTROLS 


OBJECT SELECT OBJECT SELECT 


USE OBJECT 


VIEW LEVEL 


JUMP B NO FUNCTION 


RATINGS 


GRAPHICS 81 
SOUND 80 

GAMEPLAY 85 
LONGEVITY 87 

OVERALL 

84 







































REVIEW 


It s going to be a 
seriously difficult 
choice when it 
comes to choosing 
a new platform 

game this Christmas. Pitfall - The 
Mayan adventure is about to add to 
your Yuletide ponderings. 

Commodore 64, Atari 2600, Apple 
2, PC, NES and now Super NES, this 
game has well and truly seen out its 
tour of duty. It’s now the turn of 
Harry Jnr (son of the original Harry) 

A pit that’s a pleasure 
to be stuck in! 


04537 5 




. n . ... - A The catapult is a good way to destroy 

1 Ueatfl slides are a quick way to traverse a level , but landing can be a headache, these magical jaguar statues that come to life. 

to wax his boomerang, loosen up his oxo****o x 3 

whip and find his warrior spirit in 

preparation for the rain forests, temples, A 

ruins and mines that make up the 

mystical land of the Mayans (and where 

his father is trapped). ^ 

There are 11 levels in total for Harry 
Jnr to work his way through, all of them v 

absolutely massive and full of deadly 
spike pits, barrels of dynamite and 
exploding bags of needles. Classic 
Indiana Jones territory. 

The local jungle dwellers don't do you 

any favours either, as wild porcupines do x cs A x oz 

their impressions of double decker 

buses, monkeys stone you from above. 3 Everybody's at it, even Harry's game for a spot of bungee jumping. 
and somewhere a jaguar lurks... - — 

Pitfall is bursting with action and the 

hero’s rope swinging, death-sliding, 8C o — * ° 

bungee jumping and other wild exertions 

not only leave you panting with 

sympathy pains, but gasping in awe at 

the way all these lifelike antics have been 

animated. 

Kroyer films, best known for their ^ ♦. 

animation in the film FernGully , are the 
team responsible for this outstanding 


RYAN 


V Everybody's at it, even Harry's gome for a spot of bungee jumping. 


MOFGMfl 


■ ■ 


Wow, what a 
looker! Pitfall has 
some of the 
smoothest 
graphics I’ve seen 
since Earthworm Jim. Although 
this game doesn’t really boast 
much in the originality stakes, it 
basically takes the best bits from a 
thousand other platform games 
and combines them all to great 
effect. It’s pretty damn challenging 
as well, especially as the 11 levels 
on offer are huge and brimming 
with hazards for Harry Jnr to 
overcome. Even I was struggling to 
progress! It was a good idea to 
include the original Pitfall game for 
the sheer hell of it because it just 
goes to show how addictive a 
painfully simple 8k game can be 
(Keith probably played that more 
than the actual game!). Make the 
leap and buy it. 







feat. The company also participated in the 
breakthrough film project, Tron. It just 
goes to show that even big film industry 
veterans are keen to get into video games. 

But it’s the all-round quality of Pitfall that 
impresses me more than anything. Take 
the sound effects for example. Academy 
award winners Soundelux Media Labs 
(who brought you the sound effects for 
films such as True Lies , Cliff hanger anti In 
the Line of Fire) have honoured the Super 
NES with everything from heart-stopping 
jaguar roars, to one of the nastiest 
sounding whips since a Spielberg film. 

The biggest shock of all, is that Pitfall 
actually plays well, and thankfully it’s not 
just a case of run. jump and kill. The 

A Incredible aomepicy and stunning graphics 
are what the old version was famous for. 

addictive mixture of monster- 
mashing. mine car surfing, and 
puzzle solving means you're 
forever on the lookout for 
bonus rooms and secret 
passages that could even take 
you to. of all things, the 
original Atari 2600 version of 
Pitfall - all 8k of it! 

You’ll also discover power- 
up rooms by crawling through 
narrow passageways, and 
memory-testing sub-games by 
moving aside concrete slabs. 
The difficulty level is perfect 
and three continues is more 
than enough for a challenging 
time. Thank goodness 
Activision didn't keep in the 
original infinite continues. 





I don’t believe it. I) ) 

This is the sixth 
Gamer Gold this 
month! How on i 
earth will the Super 
Gamer readers be able to buy them 
all? Pitfall is a highly playable 
platform game and in many 
respects is what Indiana jones’ 
Greatest Adventures should have 
been. Everything an explorer 
desires is just waiting in this cart. 
You can crawl through ancient 
temples on your elbows, swing 
across great chasms and uncover 
the secrets of the Mayans, all with 
the panache of a chisel-chinned 
frontiersman. Animation is great, 
not quite up to Lion King 
standards, but still life-like and 
convincing. The boomerang is also 
an excellent weapon, but without 
doubt the best part of this game is 
the originality of the traps, and the 
dark atmosphere of the unknown. 
Pitfall is a great game, but you’re 
going to have to choose well this 
Christmas. 


Playing Pitfall is like 
watching an old episode 
of The mysterious Cities 
of Gold. The traps, 
ancient civilisations, 
hidden treasures are all 
there. The only thing that 
isn’t is a title tune you 
can sing-a-long with, but 
who cares. This is the 
platformer of the month 
for me. 


CM THf COHMfNN 
BfMtflf ro UMi 
^ totniN i*fnit 


& Anybody remember that electronic 
called Simon? Well, this sub-game is it: 





PRODUCER 

ACTIVISION 
(081)742 9400 

PRICE 

£59.99 

RELEASED 
DECEMBER ’94 
GAME TYPE 
PLATFORM 
CART SIZE 
16MBit 
FEATURES 

NONE 


CONTROLS 


RATINGS 

GRAPHICS 94 

SOUND 93 

GAMEPLAY 93 
LONGEVITY 89 

OVERALL 
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Classic coin-op shoot-’em-up! 


A Yowzer! This 
huge energy beam 
is unleashed if you 


It only took me ten cnar9 \" up ,on9 

seconds to realise S§^§Sf^k en0V9h ' 
that R-Type III is Ag* V/ 
one of the best ^5» ^5T 

shoot-’em-ups ever 

to appear on the Super NES. As the old 
adage goes, if you’ve played one R- 
Type game - you’ve played them all, but 
number three in the series (subtitled 
The Third Lightning ) is definitely top of 
the heap. 

Presentation-wise, the title screen and 
options are fair, but there is no difficulty t> Inner Space: the 
setting, and I would have preferred to second level is set in 
have seen more things to alter here. If the aut of a huge 

this was a beat-’em-up, you’d be able to Watch out tor 

change everything including the *" e dead V oc,d 


fighters’ underpants, but 
mindless blasters have always 
skimped in the controls 
department. 

I’ve played every R-Type game 
(probably on all systems too!), so 
it takes a lot to impress me, but I 
liked the way you choose your 
weapons pod as if you are 
actually inside the cockpit of the 
R-9. And the way the camera 
pans away from the ship's 
reactor and slices through each 
layer of the hull at the beginning 
is visually amazing. More of this 
dynamic perspective’ should 
have been used in the game, 
instead of just at the start. It was 
also a silly idea not to include 
level numbers, or an indication of 
why you are entering each 
section. The game swiftly moves 
from space station to alien 
stomach without so much as a 
signpost! 

The first level is set in an 
instantly forgettable metal space 
station and many of the enemies 
are bland, but from humble 
beginnings. R-Type III moves on 
to a pseudo underwater alien 
stomach, with hull-eating acid, 
walls of impassable flesh and a 



Depending on your fighting style, selecting the 
correct weapon pod at the beginning of the game is 
crucial. Each one has different laser properties (see 
right), and the formations are different, depending on 
whether the pod is free floating or attached to the 
front or back of the R-9. We at Super Gamer have 
found that Type 3 is the best one for all-round 
coverage and sheer firepower. The table on the right 
is a guide to the different formations that are available 
with each different pod. Each picture represents what 
happens after each power-up is collected. 


3.39 EVOO 
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D> With the R-9 fully 

V The impressive spider guardian powered-up, nothina can 

needs to be hit in the back first, then stop me now, nothin... 

you must use the weapons pod to [boom], 

shoot it full in the face! 


Just when you 1 JS 

thought that the V / V 

shoot-’em-up genre Jk ) 

had fizzled into a ^ 

tiresome chain of 
instantly forgettable titles, R-Type 
III blasts onto the scene! Irem have 
certain struck gold with this little 
beauty, as everything about it is 
polished to the point of perfection. 
Apart from the fantastic visuals, 
which make imaginative and varied 
use of the Mode 7 capabilities, R- 
Type III is also immensely 
challenging and is guaranteed to 
test your gamesplaying abilities to 
breaking point. My only real 
criticism is that there is no battery 
back-up or password system, so 
cruising through the early stages 
time and time again in order to 
progress can become rather 
tedious after a while, not to 
mention time consuming. 


* 


whole host of killer germs to 
dispose of. 

Later levels also include a 
giant mechanical spider, 
streams of liquid fire, and 
there’s even a trap where you 
must get to a certain part of the 
screen or you are totally 
crushed by a metal wall. What 
all this means is that you are 


constantly on edge because a 
quick death lurks around every 
corner. 

The original R-Type was the 
first game to innovatively use 
bizarre weapon add-ons and 
rotating side pods to increase 
the players’ firepower. Ever 
since then, every game under 
the sun has copied this idea, 


and it comes as no surprise to 
find that this game uses the 
same old formula. 

Collect the various power-ups 
and the R-9 will gradually 
disappear under a mass of bolt- 
on guns. Simple forward lasers 
can become massive phalanx 
beams that fire forwards and 
backwards simultaneously. You 


can also collect rotating 
defence pods that protect your 
ship from all harm, and are very 
handy for soaking up stray 
bullets. You have to be pretty 
stupid to get killed when you're 
fully powered-up in this game! 

What makes R-Type III so 
different, is that it combines 
gorgeous graphics, a wide 
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I always H 

approach 
shoot-’em-ups j 
with a certain \ 
trepidation. 

Personally, I think the age 
of the horizontally/vertically 
scrolling shooter is long 
past and it was hard to see 
how this was going to offer 
anything new; to be fair, it 
doesn't. What it does offer 
is compelling gameplay, 
extremely challenging 
levels, arcade quality 
graphics and good 
crunching sound effects. 

It's a shooter which is 
instantly playable and very 
hard to put down. The 
bosses have a certain 
menacing aura about them, 
you certainly know you’ve 
reached the end of the level 
when you’re faced with one 
of them! As with any shoot- 
'em-up, R-Type III will soon 
lose its appeal, but it’s one 
of the best about. Not quite 
as good as Axelay ; but still 
a damn good blast! 


CHANGE SPECIAL 
WEAPON 


PRODUCER 

IREM/KISS UK 

SUPPLIED BY: ZAP GAMES 
(0532) 590077 

PRICE 

£54.99 

RELEASED 
APRIL ’94 
GAME TYPE 
SHOOT-’EM-UP 
CART SIZE 
16MBit 
FEATURES 


j 5 —- « - — 

- R-Type III combines plenty 
the bits of Mr Blobby as he is fed through a 

range of exotic aliens, 
mammoth side-arm weapons, 
and a huge wad of challenge. 

That’s right - challenge! FI- 
Type III is unfeasonably hard to 
complete, and as such will last 
you ages. Remember, this is a 
£55 game and anybody who 
spends that much cash on a 
game wants a reasonable 
return on their investment. 


Fortunately, there are infinite 
continues to help you along. In 
most games this makes it too 
easy, but in R-Type III - it is 
almost a necessity. Definitely 
one of the best shoot-‘em-ups 
on the Super NES, a perfect 
marriage of looks, sounds and 
- what really counts - 
gameplay. Quite simply... the 
best! & 


CONTROLS 


V Blimey! The R-9 seems to have 
wandered into a womb full of killer sperms. 


• ** .'w; . 

\ 

RATINGS 

GRAPHICS Q4 

Miss the riaht spot here and you aet 
instantly crushed by all this metol. Heavy! 

SOUND 38 

» 

"My \ y )\ 

!i iiia; 

GAMEPLAY QO 
LONGEVITY 03 

OVERALL 













Short of it coming 1 

from Nintendo’s V 

Shigeru Miyamoto 
(Mario, Zelda, Starwing) 
himself, the Konami logo 
at the start of a game is probably 
the nearest you can get to a 
guarantee of quality. Rainbow Bell 
supports this theory - it’s big, fast 
and very playable, with attractive 
cutesy graphics and great sound 
and music, just as you’d expect 
from Konami. The only problems 
are that, firstly, it’s perhaps a bit 
too easy, and secondly... it’s yet 
another platform game! How about 
a few new ideas, guys? Still, at 
least this is one of the better ones, 
and does Konami’s reputation no 
harm whatsoever. 


For whom doth the bell toll? 

KEITH dUik TJT 


The story so far... 

The evil Dr 
Warmon has 
stolen seven 
rainbow bells from 

three spacemen who inhabit the rainbow 
universe, and now it’s payback time. Now 
that Dr Warmon has the bells, it’s fairly 
inevitable that the universe is going to 
collapse, as he uses them to further his 
own diabolical needs. The spacemen 
value the bells above all else, and so it's 
up to the three courageous astronauts to 
save the planet and the day. 

V Try and leap onto the ball - watch out for spikes! 


o O :OI: 
HZ 

ZZZ W'J Mfcj 


A Winbee accidently strays into the path of a downhill skier. 

I have to say that I wasn’t expecting to enjoy 
this game, as it takes something very special in 
a platform game to hold my attention these 
days. Unfortunately, the first few goes did 
nothing to alter my expectations. In the Konami 
tradition, the graphics and sound are excellent 
(we are talking about the company who gave us 
Turtles and Super Probotect or after all), but I 
was ready to walk away because there's nothing 
new here. In the end I was glad I persevered; 
behind the dull plot and boring, repetitive 
platforms. Rainbow Bell Adventures does 
contain a fair amount of playability. Unfortunately, it took 
k just one day to complete, which is not value for money 
B in my book. 

JB You may be asking what Rainbow Bell Adventure 
B actually offers, and the answer is simple - a fairly 
demanding, but repetitive cutesy platform game in 
Hjs the same mould as Fantasy Zone on the Mega Drive. 
3*3* The levels suffer from a lack of imagination and have 
a tendency to bend back on themselves. Just when 
you think you are near the end, you arrive back at the start! 
I was also annoyed to find out that there are no restart 
points, so if you die, you go all the way back to the 
beginning. Luckily, there are some passwords for each 
level, but this serves to make the game even easier than it 
already is. 

Rainbow Bell Adventures is a good game, but it’s 
impossible to highly recommend it because of one thing - 
it’s too easy. Remember that it also costs £50 to buy, which 
is a bit of a cheek for a few hours entertainment. I was also 
unimpressed with the duff split screen two player option 
which squeezes the screen beyond recognition. Rainbow 
Bell Adventure may prove to be a challenge for younger 
players, but that’s the only way I can think of where it 
would be worth the money. ^ 



LL SCREEN 


IRE LASER 


PRODUCER 

KONAMI 
(081)429 2446 

PRICE 

£49.99 

RELEASED 

OUT NOW 

GAME TYPE 
PLATFORM 
CART SIZE 
8MBit 

FEATURES 

PASSWORD SYSTEM 


CONTROLS 


RATING S 

GRAPHICS 82 
SOUND 80 
GAMEPLAY 88 
LONGEVITY 63 

OVERALL 



















THUNDERBOLT Lu. 4 


With your home village under siege 
by all the freed monsters, you are 
banished by the scared village elder 
into a Zeldn-e sque overhead 
perspective world, full of killer rabbits 
and venom-spitting purple plants. You 
only have 50GP and the sword to 
defend yourself, but thankfully the 
Water Palace holds the key to the rest 
of the adventure. And so the quest 
begins... 

There are eight palaces to explore, 
most of which require large amounts 
of mapping and a fair amount of 




KEITH 


This mutated chicken guards the entrance TL ^ 

he first village in tipper Land. | ##£ S6CF61 S OUl! 


Secret of Mana 
goes where no 
game has gone 
before by being 


me ursi overnec 
view multi-player RPG. Acclaimed as 
one of the finest adventure games 
ever to appear on the import scene, 
it’s surprising that Mana has taken a 
year to cross the Atlantic. 

While exploring the waterfalls near 
the peaceful village of Potos, the hero 
(you decide his name) slips and 
tumbles into the pool below. 
Searching the undergrowth reveals a 
sword embedded in a rock (stolen plot 
emerging here), and with a small tug 
the sword comes free, simultaneously 
releasing all the evil that has been 
stored up for hundreds of years. 


A-ZOFGAME 


106 


simple puzzle solving, such as 
standing on the right flagstones 
and getting the right pieces of 
information from tight-lipped 
locals. 

If you’re already a fan of RPGs 
then Mana may seem initially 
simplistic, but it does get much 
tougher later on, and it is also 
perfect for novices because of the 
straightforward layout of the 
missions. You are never short of 
things to do or see and that’s the 
key to Mana s success. 

The programmers have also 
included an easily accessible icon 
system which is child's play to use 




and means the game opens up 
completely, even if you haven’t 
played an RPG before. 

There’s the fighting of course, 
which is made exceedingly 
interesting by the addition of two 

















THFiNRTCt 


extra players who can be either 
computer controlled or played by 
a human using the multi-tap. You 
can even choose whether you 
want them to cower behind 
bushes or charge straight into 
battle by using the arrange party' 
option. As with Mario Kart , it’s 
much more fun to play with a 
friend. 

Hidden about the world are nine 
basic weapons including a sword, 
an axe, a spear, and a bow; all 
can be powered up further by 
Watts, the friendly dwarf. 

Magic also plays a major role in 
Mana , and finding and chatting to 
elementals, gnomes, wizards and 
other dabblers in the dark arts 
will endow you with spells such 
as the ice-blade which turns 
enemies into pipe-smoking 
snowmen! 


A Killing someones's pet 
Jobberwocky will soon 
drow their attention 


teleport devices. 


when you are fired out of the cannon in the 


ingenious transport section, you get a 


glorious panning view of the entire Mode 7 


world. Forests, mountains, lakes and 
villages all spread out beneath you like a 
Dali inspired carpet as you plunge back to 
earth and reach your destination 


V Pressing the Y button will show what weapons and 
equipment you currently have in your possession. 



RPGs are obviously 1 
like buses - you wait \ 
ages without a sign of 
any, then loads arrive 
at once. Fortunately, 

RPGs don’t stink of diesel. Secret 
of Mana is an enjoyable break from 
the unstoppable deluge of platform 
dross - any game that doesn’t have 
a ‘jump’ button is all right by me! 
The multi-player option adds a nice 
twist to the gameplay (now you can 
blame someone else for not 
backing you up if you get killed), 
but it doesn’t detract in any way 
from the solo game. Comparable in 
size and challenge to Ze/da, Mana 
is certainly not something you’ll 
finish in a day, and though it has 
some infuriatingly frustrating 
sections (like trying to get to a save 
point in one piece after defeating 
the first pack of werewolves), the 
game is compelling enough to drag 
you back for ‘just one more go’. 
Excellent stuff - put this on your 
Christmas list right away! 
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PR ODUC ER 

NINTENDO 

(0703)652222 

PRICE 


RELE ASED 
OCTOBER ’94 
GAME TYPE 
RPG 

CART SIZE 


A The peace and tranquility of village life rarely occurs. 


FEATURES 


Zelda III I played 
non stop until 
my hair grew over 
my eyes, but 
Mana, despite 
being almost legendary in import 
circles, didn’t tickle my fancy. This 
might have something to do with 
the fact that being an Editor I have 
to jet-set all over the world at a 
moment’s notice (who am I trying 
to kid?) and therefore didn’t have 
the few weeks spare needed to get 
to grips with this game. The 
graphics are even more Japanesey 
than Zelda , but the plot line is 
much more complicated and this 
makes Mana intriguing to play. The 
fight scenes are a bit too annoying 
as you can lose all your energy in 
one go, but if you’re good, this 
shouldn’t cause a problem. A 
massive and enjoyable RPG. 


108 MOFMMEt 


V Were¬ 
wolves ripped 
my flesh! Oh, 
hang on , it's 
weasels , isn't 
Sorry. 


On the surface it sounds like the perfect 
RPG, but sadly Mana is subtley flawed in the 
collision detection department. For example, if 
you’re hit once by a powerful enemy, the 
chances are you’ll soon die no matter how 
many hit points you have, because you simply 
don’t get enough time to move out the way of 
the next blow. 

Unfortunately there are many quirks like 
this, and although the obvious answer is 
“don’t hit anything then”, that's easier said 
then done when you're hemmed in by 
werewolves! 

If you can play this with an Action Replay 
then there is no RPG. barring Zelda III , that I 
would recommend. But if you don’t have 
access to one, then prepare yourself for a 
challenge. Mana is original, massive and 
potentially irritating beyond belief. Definitely 
worth the wait, though. 


BATTERY SAVE 
MULTI-TAP COMPATIBLE 


CONTROLS 


RATINGS 


GRAPHICS t 


GAMEPLAY 179 
LONGEVITY 90 


OVERALL 
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KEITH 


“Oh! It should have 

been in! Look at the |U|K|Xi/V 
state of my tip!’’ 

We've all uttered 
those familiar cries 

while trying to smash balls which seem to 
have a life of their own into small holes 
on a large green table, but does it work on 
the Super NES? The answer is yes. Side 
Pocket has brought all the enjoyment of 
the pub into your front room, without the 
alcohol, sadly. You even get a juke box 
with 20 different tunes! 


A Doubling up for a tricky attempt at the bonus star. 


Cue the music - let’s 
. play ball! 


\\ t> This beauty appears at 

\\) 1 the beginning of the game , offering you 

XU- 3 0 choice of games to warm up your tip. 

There are four ways in which the tantalisingly 
game can be played: one and two gorgeous 

player, two player 9-ball and trick woman. 


shots. The most interesting has to be Eventually, with a lot of practise, every shot can be 


the trick shot mode. Once selected, mastered to reveal one of those obscure puzzle games 


you are confronted with 19 squares, 
each of which contain a trick. When 
the trick has been completed, the 
square is uncovered to reveal part of a 


There are only two 
pool simulations 
on the Super NES. 

The first is 
Championship 
Pool , but although it looks good 
with its 3-D view and superb 
animation - it is totally rubbish 
because you cannot watch the 
computer player making his 
shots! I was a big fan of Side 
Pocket on the Game Boy, and I 
have to say that this is a pretty 
damn good conversion. 
Everything a pool shark will need 
is here; including the pouting 
babes, the fast cars and some 
seriously sublime Sade-esque 
music playing in the background. 
If you like a few frames of pool as 
I do, get this... simply the best 
Lpool sim around. 


where the squares must be moved around to arrange a 
picture - what more inspiration do you need? 

The actual pool game is excellent, a myriad of special 
features have been included into the gameplay to give it 
just a little bit more appeal than your average game. The 
player travels from one American city to another, with the 
ball arrangements becoming gradually more challenging. 
Stars appear over pockets which will give you a bonus 
when a ball is potted into them, and bonuses are also 
awarded if the balls can be potted numerically or in runs. 
After playing the game for a while you realise that a 
couple of well placed shots into star pockets is actually 
worth more than potting all the balls normally! 

The two player games are great fun, as you take it in 
turns to pot the balls in sequence, but I was disappointed 
not to find the two shots penalty when you foul. Although 
the tables are nicely coloured and drawn, the animation on 
the balls as they move is not as reaslitic or as smooth as 
Championship Pool by Mindscape. 

The graphics aren’t stunning by any means and 
technically it s no masterpiece, but it’s the sheer addictive 
one more game’ quality that appealed to me. The only 
gripe I have is that sometimes it seems impossible to get 

_ _ _ the correct angle, even 

,‘iki when using the fine adjust, 
but then that’s pool isn’t 
it? This is the definitive 
pool simulation for the 

•* Super NES and leaves all 

^ others nestingly on the 

- cushion as it flies into the 
^ V .4 ^->1 top pocket! v* 



PRODUCER 

MARUBENI 
(071)826 8816 

PRICE 


£TBA 


RELE ASED 

OUT NOW 

GAME TYPE 
POOL SIMULATION 
CART SIZE 


CONTROLS 


RATING S 

GRAPHICS fO 


SOUND 


GAMEPLAY 87 
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A magical arcade 
adventure! 


EMWOO 


The whole slash- 
em-up genre has 
been stretched to 
quite a fragile length on 
the Super NES, nearly as 
much so as the scrolling beat-’em-up 
format and the countless Street Fighter 
II clones. Sony’s Skyblazer therefore has 
quite a mountain to climb if it is to better 
the many games that it so blatently 
copies. 

Skyblazer opens with a simple title 
screen accompanied by a thumping 
medieval soundtrack to convey the 
authentic atmosphere in which the game 
is set. You take on the role of Sky, a 
cocky young scamp who’s over¬ 
shadowed by his father’s reputation as 
one of the great sorcerers. So eager to 
prove his worth and make a name for 
himself, Sky jumps at the opportunity to 
save his land when it is threatened by 
Ashura - the evil lord of war. 

Ashura has snatched the beautiful 
Arianna (cue drippy romantic 
overtones!), a young Sorceress (and 
also a focus for the love-crazed Sky’s 
affections), and is keeping her hostage 
deep within his lair. Sky must embark on 
an all-too cliched quest through the 
hazardous land to rescue her and rid the 
world of this evil tormentor. 


A You certainly won't 
meet this chap m 
Aladdin/ Stay to the left 
and avoid the fireballs, 
then dash forward and 
hit the lamp. 


< This frail old 
pixie thing acts as 
your mentor 
throughout the 
quest. 


The perilous caverns will take a lot of skill 
to complete successfully. You must use the 
various pulley systems to make your way 
across the long stretches of lava. 


1W A-Z OF GAMES' 





NOW THAT’S 
MAGIC! 






Everything about H 

Sky blazer smells (I V^vf 

of Act raiser, the i 

sound, graphics \ x 

and even level 

layouts. It is a quality game, though 
- exciting, colourful and playable. 
Some of the music is very dramatic 
and accompanies the action well. 
Gameplay is varied; some levels 
are ridiculously easy, while others 
will leave you snarling with 
frustration. The password system is 
a sensible addition and ties the 
whole thing up well. Not the most 
original of games, but worth buying 
if you’re into smooth, well 
^presented platform adventures. 


Using the Warrior Force mogic is the only woy to get post the demons! 


Sky is assisted in his 
quest by a frail, wise¬ 
cracking old mentor who'll 
dish-out passwords at 
inconsistent intervals and 
^ increase your endurance 
level as you progress further 
through the picturesque 
scenarios. Like Actraiser , the 
main map is viewed from high 
above, satellite-style, and the 
screen zooms down to a 
horizontal platform romp 
whenever you enter new 
territory. 

Before Sky is ready to 
confront the evil oppressor, 
he must first master six 
different forms of magic, one 
of which is made available 
after one of the imaginative 
guardians has been defeated. 
Each new magic ability will help 
our young hero at a later point in his quest, whether it 
be to defeat a future guardian, or simply make 
completing the levels a little less taxing! 

The first thing that strikes you about Skyblazer are 
the excellent visuals. Although the central sprite is 
taken from the Hook mould, he is very well defined 
and animated, and moves around the playing area with 


KEITH 


<3 The gameplay is broken 
up by the occasional flying 
section. Your basic aim is to 
make it safely to the exit 
without being killed by the 
creatures or crushed oy the 
scrolling. 



ENERGY WAVE 

This sonic boom- 
style attack will kill 
anything in its path 

HEAL 

Handy for guardians, 
this magic will 
replenish your 

onornu 

oi iui y y 

POWER FLASH 

This is useful for 
getting over large 
gaps, as well as 
ramming enemies 

STOP TIME 

This will freeze any 
unsuspecting foes, 
leaving them prone to 
attack. 



FIERY PHOENIX 

The ultimate magic: 
this will transform you 
into an invincible bird 
with attitude! 

LIGHTNING STRIKE 

In true Shinobi style, 
this will cause bolts 
of lightning to crash 
down from the sky. 

STAR FIRE 

Useful for getting out 
of tight situations, this 
will fire shots in 
multiple directions. 

WARRIOR FORCE 

This magic will make 
you temporarily 
invincible. 


convincing grace and fluidity. In fact, every visual 
element of this game oozes class, especially the big 
guardians which are as varied as they come. The 
grotesque grub that grows after every hit, and the 
rotating ice demon being my particular favourites. 
Skyblazer also uses the Super NES’ Mode 7 
capabilities to good effect, not just on the 
aforementioned guardians, but there is also a great 
bonus game which takes on a similar perspective to 
that ancient arcade giant - Space Harrier. It involves 
our hero flying over a Mode 7 landscape; collecting 
vast amounts of crystals, 100 of which will award Sky 
with an extra life. 

Far too many platform games are spoilt by 
repetition, but Skyblazer is nicely varied; switching 
from basic walking slash-'em-up action, to frantic 
flying sections which test your mind as well as your 
reflexes. Skyblazer is extremely easy to get into, not 
only because of the increasing difficulty level that 
leaves the early stages free to get used to the controls 









REVIEW 


I can't fault 
Skyblazer - the 
graphics are 
superb, sound is 
likewise, but I can’t 
help thinking that we’ve all seen 
this somewhere before. The sprites 
for example, are almost exactly the 
same as in Hook (also by Sony), 
and even the animation in some 
places is identical. The overhead 
map section combined with the 
fighting element also echoes that 
classic game Actraiser, but 
Skyblazer still manages to succeed 
because it is so well programmed. 
If you’ve just got a Super NES, this 
is for you! 


gff P r- . 


A The Ice Caverns are 


home to mony sfronge creatures, such as this yeti. 


V This nasty grub will double in size after every hit making it hard to avoid! 


PRODUCER 

SONY 

(071)734 5151 

PRICE 

£44.99 

RELEASED 

25 MARCH ’94 



and master the magic, but because, like Aladdin , where you 

the fantastic visuals compel you to play on, just finished off. 
to see what they will think of next! Having said 

The Mario-esque landscape gives you freedom that. I got to 
to choose the order in which you tackle the the last 

levels, however they must all be completed guardian 

before you're allowed access to Ashura's shrine within a 
for the final showdown. couple of 

My constant chain of praise will undoubtedly days, but 
set the blood boiling of Actraiser and Hook fans still haven’t 

alike. However, like the games it owes so much managed to 

to, Skyblazer is let down in the long-term defeat the 

challenge stakes, mainly because the levels are sucker! 
short in length and can be conquered after one The wide playing area leaves plenty of scope to 

or two lives have been lost getting to grips with explore, and finding the game s hidden levels and 

the layout. rooms will also keep you coming back for more. 

This wouldn't be so bad considering that you Although Skyblazer never quite lives up to its 

only start the game with four lives, however there potential in terms of challenge, and offers 
are endless extra life loops throughout the game; nothing new in terms of gameplay, it is still an 

enabling you to accumulate more lives than you enjoyable game that will enthral fans of the genre 

could possibly imagine, and the password and no doubt attract a few new more in the 

system allows you to continue more or less process! §$ 



GAME TYPE 
SLASH-’EM-UP 
CART SIZE 
8MBit 

FEATURES 

GOOD USE OF MODE 7 
PASSWORD SYSTEM 



RATINGS 

GRAPHICS 80 
SOUND g1 


GAMEPLAY 86 


LONGEVITY 3 
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ALG Video 


204 Merton Rd, SW18. 0181 -871 9398 

312 Wandsworth Bridge Rd, SW6. 0171 -736 7714 

SNES, Jaguar & Mega Drive 
Console/Cartridge-Sale/Rental/Part-Exchange 


; i Sony PSX, Sega Saturn & 

Nintendo Ultra 64, PC CD-ROM Titles, for 

Sale or Rental 



COMPUTERS 

Established over a year! 


TEL/FAX 0423 868289 

P.0. Box K1, Knaresborough, HG5 9XD 


WE STOCK ALL THE 
LATEST HARDWARE! 
Skm SX mm ton stmts! 

(F ITS AVAILABLE OFVf GOT IT 

mV ViYf MUMMt AVAILABLE 


VIDEO GAME CENTRE 

WE HAVE A HUGE RANGE OF NEW & USED CONSOLES, GAMES 
& ACCESSORIES INCLUDING NEW A RARE IMPORTS 
FROM JAPAN AND USA 


NEW RELEASES (UK) 

DONKEY KONG COUNTRY 

59.99 

EARTHWORM JIM 

59.99 

SECRET a MANA 

39.99 

STUNT RACE FX 

49.99 

SUPER METR0ID 

44.99 

SUPER GAMEBOY 

49.99 

LEMMINGS 2 

54.99 

MICKEY MANIA 

5499 

MICRO MACHINES 

49.99 

DRAGON 

49.99 

DINODINI SOCCER 

49.99 

THE U0N KING 

54.99 

STREET RACER 

44.99 

SPARKSTER 

49.99 

RETURN OF THE JEDI 

59.99 

CANNON FODER 

4999 

B0MBERMAN2 

44.99 

VORTEX 

54.99 

JUNGLE BOOK 

44.99 

DESERT FIGHTER 

34.99 

MORTAL K0MBAT 2 

54.99 

INDIANA JONES 

54.99 

SUPER TURRICAN 

34.99 

MECH WARRIOR 

34.99 

EMPIRE STRIKES BACK 

44.99 


NEW RELEASES IMPORT 

SUPER STREETFIGHTER 2 

69.99 

FINAL FANTASY III 

69 99 

DONKEY KONG COUNTRY 

69.99 

SAMURAI SHOWDOWN 

79.99 

DEMONS CREST 

TBA 

ILLUSIONS OF GAIA 

59.99 

CRAZY CHASE 

49.99 

BREATH OF FIRE 

59.99 

BLACKTHORNE 

49 99 

SUPER PUNCHOUT 

54.99 

TETRIS 2 

49.99 

+ 100’S MORE 

CALL 

HARDWARE & ACCESSORIES 

STARWING PACK 

79.99 

MAWO AIL STARS PACK 

99.99 

FIFA PACK 

9999 

FIFA/S GAMEBOY PACK 

129.99 

DONKEY KONG PACK 

129 99 

USASCARTNOGAME 

119.99 

USA + MARIO WORLD 

149.99 

NINTENDO JOYPAD 

14.99 

SUPER GAMEBOY (JAP) 

35.00 

SUPER GAMEBOY (UK) 

49.99 

USA/JAP/UK CONVERTER 

14.99 

SCORE MASTER JOYSTICK 

29.99 

ASCI POWERSDCK 

29.99 

SCARTLEAD 

9.99 


SPECIAL OFFERS UK 

WORLD CUP'94 

29.99 

SENSIBLE SOCCER 

34.99 

R-TYPE III 

34.99 

DESERT FIGHTER 

34 99 

TINY TOONS 

24.99 

ROCK ’N’ ROLL RACING 

34.99 

MRNUTZ 

29.99 

SPIDERMAN 

14.99 

NHLPA 93 

14.99 

POP N* TW1NBEE 

1999 

USA 


SUPER METROID 

39.99 

MYSTIC QUEST 

19.99 

SPIKE MC FANG 

39.99 

NINJA WARRIORS 

39.99 

NCAA BASKETBALL 

19.99 

CONTRA 

19.99 

CyBERNATOR 

19.99 

DRAGONS UNR 

19.99 

TINY TOONS 

19.99 

SPIDERMAN 

14.99 

BATTIETOADS 

19.99 

JAE 


MARIO All STARS 

19.99 

STARfOX 

19.99 

BOMBERMAN 

29.99 

PRINCE OF PERSIA 

24.99 

BATMAN RETURNS 

24.99 

+ 100’S MORE 



WE ALSO STOCK SEGA, ATARI, PANASONIC, SONY & NEO GEO 

* HUNDREDS MORE MEW A USED GAMES IN STOCK! 
PAP FREE ON GAMES, CIO ON CONSOLES 
888 WIMBORNE ROAD , BOURNEMOUTH BH9 2DR 

m/IAX-010> S17314 




Sick of waiting weeks for your game 
to arrive from software houses? 

WE WILL HAVE YOUR GAME ON 
YOUR DOORSTEP WITHIN 3 DAYS 
OF RECEIPT OF YOUR ORDER! 

!tff-SELL 

MegaDrive-GameGear-GameBoy 
SuperNES-Master System-Mega CD- 

^ 01463-221173 

Open 12pm-8pm Mon-Fri 
10am-6pm Sat 
HH Console Exchange 
25 Greig Street 
Inverness - IV3 5PX 


<?% 


Business 

Hours 


PLEASE MENTION A TO Z OF NINTENDO WHEN RESPONDING TO ANY ADVERTISEMENT 
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When this game 
arrived on import 
many months ago, 
it upset many a 
deadline due to the fact that we just 
couldn’t put it down. In fact myself, along 
with my SuperPro comrades liked it so 
much, we all chipped-in to buy our own 
copy, and it’s not very often that we part 
with our hard-earned cash! 

Whereas most tennis games tend to 
be quite conservative and... well, dull, 
Smash Tennis goes against the tide 
and boasts some of the most far-out 
courts and effects imaginable. For 
example, can you ever contemplate 
playing a serious game of tennis on a 
crowded beach, or perhaps on top of a 
mountain, with the wind getting 
perilously close to gale force? No? Well 
you’re about to! 

Smash Tennis can be played in 
Exhibition or Tournament mode, in the 
latter you can go it alone in singles, or 
perhaps pair-up with a friend or the 
computer in an attempt to win the many 
cups available. Exhibition mode is 
basically just a single match which can 
be played over one, three, or five 








if 
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A The player with the blue afro and the red specs certainly had to stretch to reach that one! 


Anime-tennis proves 
to be a Smash hit! 


I thought the 
import version, 

Super Family 
Tennis , was excellent, 
and Smash Tennis is even 
better, as you don’t have to puzzle 
out the Japanese text any more! In 
real life, I find tennis about as 
interesting as clipping my toenails, 
but Smash Tennis manages to 
make hitting a ball back and forth 
over a net a life or death battle! As 
with most games, this is at its best 
when played against human 
opponents, and with four players 
Smash Tennis is right up there with 
Bomberman and Mario Kart in the 
teeth-gnashing abuse of your 
friends stakes. Buy this and a 
Multi-tap - it’s the most fun you can 
have with a ball! 


v 


_ _ 1 

A You cannot be serious! The ball was obviously over the net... 
sort of! 


gruelling sets, with up to four players 
(with the computer filling in any 
absence of human competitors) using 
the multi-tap. This is one of Smash 
Tennis’ best features. 

You can pick your player from an 
extensive list of both male and female 
characters, each has their own 
individual strengths and weaknesses, 
although you’ll have to try them all 
before deciding on which one is best 
suited to your style of play. Once 
everyone is happy with their choice of 
player, you can argue as to which 
surface to play on, normal grass and 
clay surfaces are available as well as 
the more off-beat courts mentioned 
earlier. 


Smash Tennis is packed with background animations - here are just a few! 
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RATINGS 

GRAPHICS 


GAMEPLAY 96 
LONGEVITY 94 


OVERALL 


MffflUfES 11 


PRODUCER 

VIRGIN 

(081) 960 2255 

PRIC E 

£TBA 

RELEASED 
JULY’94 
GAME TYPE 
SPORTS SIM 
CART SIZE 
■I 8MBit 
FEATURES 

MULTI-TAP COMPATIBLE 
PASSWORD SYSTEM 


CONTROLS 


For a while Super 
Tennis was king, 
but then Namco 
released this in 
Japan and we all 
went nuts. Smash Tennis beats 
Nintendo’s effort in every area. 
More courts, excellent moves, 
humour, animation, sound - you 
name it - Smash Tennis excels in 
it! On four player, this game is one 
of the best you can buy, and that’s 
high praise indeed, coming from 
the man who hates tennis in all its 
shapes and forms. The graphics 
are great, sound is unforgettable, 
and you’ll be instantly hooked the 
moment you see the cat leap out of 
the bushes as the ball hits it! Other 
clever touches such as the clear 
speech, realistic terrain and pools 
of water that you can actually lose 
your ball in, as opposed to just 
skimming over the surface, make 
Smash Tennis the number one 
seed. The only Tennis game you 
should treat your Super NES to. 


A This temple provides a scenic background to the match. 

V The tanned beach-bums look on in awe as yet another fault is served. Also 
note the Disney-reject crab crawling along in the background! 


For me, Smash Tennis is the 
ultimate tennis game, and I came to 
this conclusion after only a couple of 
hours play. The various strokes that 
are available to each player are simple 
to master and can be performed easily 
and accurately to devastating effect. 

Other tricks such as utilising the 
spin and directing each shot, come 
with further practise. The super-fast 
smashes are arguably the hardest 
shots to pull-off, but once perfected, 
they are virtually unstoppable - 
especially when aimed directly at an 
opposing player! 

At first, Smash Tennis can be 
considered as graphically 
unimpressive, okay the anime-style 
sprites aren’t huge and lack fine detail, 
but they move smoothly and have their 
amusing quirks such as when they 


bop their team-mate on the back of the head with a serve, or 
the way in which they squeak in pain when the ball hits 
them in a sensitive area! 

What really makes Smash Tennis stand out is the variety 
in the courts, and the little distractions that crop-up such as 
leggy waitresses tripping over and spilling their trays, beefy 
beach bums being hit on the head by falling coconuts, or 
perhaps conquering mountaineers being knocked off the 
mountain by a stray ball! I could go on and on, but you’ll 
just have to find the others for yourself! 

The sound that accompanies the game is highly 

appropriate and excellently executed. 
The initial title track is simply 
explosive, and the various tunes and 
commentary that crop-up throughout 
the matches are also excellent. What 
really takes the crown however is the 
hilarious rap track that is belted-out 
after the match, brilliant! 

Forget Super Tennis , this is 
definitely the one to buy, it boasts 
everything a true tennis freak could 
ever desire - nice graphics, great 
sound, realistic gameplay, loads of 
shots, and you simply can’t put it 
down! If you don’t believe me, or just 
need convincing, get Smash Tennis 
and a multi-tap, add three mates, and 
the result is endless hours of non-stop 
action and laughs a-plenty. Get it!£| 
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NO 
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NO 
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I really do not like 
this type of game. 
Whv does 


control pau in me nyru 

direction every now and then 
constitute being good fun? I’d say 
it’s no game at all, but is more like 
a MENSA memory test. Yes, the 
graphics are incredible, but there’s 
no gameplay to accompany them. 
Games should have options, they 
should give the player the chance 
to be free within that environment. 
This gives the player no such 
luxury. I can’t understand how a 
cartoon with the smallest amount 
of user interaction added as an 
afterthought can parade itself as a 
game. Once completed, it’s very 
unlikely you’ll ever play Space Ace 
again. If you want involving 
gameplay and long lasting 
entertainment, don’t buy this. 


Anyone expecting to merrily jaunt through 
Space Ace within a couple of hours are in for a 
shock, because this is one tough cookie that is 
likely to destroy the self confidence of any 
Nintendo gamesplayer! 

Right from the start, the taxing gameplay 
throws you straight in at the deep end as you 
rapidly dodge laser beams fired by Borf on a 
mountain side. Once successfully avoided, the 
chase is on as Dexter is pursued by gangly 
Tripods- style droids who must be blasted 
before our hero can dive into his trusty 


spaceship 
for a spot of 
Mode 7 maze 
hopping! 

Like the laser-disc original. Space Ace 
requires superhuman reflexes and crackerjack 
timing, not to mention a memory to rival 
Einstein! All these qualities are not necessarily 
vital, but they help when tackling the various 
puzzles, remembering alien attacks, and 
generally surviving longer than the blink of an 
eye! 


RYAN 


The evil bad guy 
Borf. has perfected 
a new type of 
electric ray which 
could revert the 
world s population back to being 
babies. Once our nations have 
been rendered helpless, who 
knows what this bad tempered 
dictator has in store?! 

Step forward Dexter - no, not 
our friendly mop-top 
GamesMaster presenter, but a 
golden-haired, chiselled-jawed 
superman; labelled defender of 
truth, justice and the planet 
Earth... gosh! Is Dexter doing it 
for the good of mankind? Not 
likely, because Borf has also 
kidnapped (or should that be 
Kim-napped?) his voluptuous 
girlfriend. Kimmy! 

Space Ace is actually the 
semi-sequel to Dragon s Lair , 
and used the same laser-disc 
technology when it appeared in 
the arcades many, many years 
ago! Although Elite used the 
cop-out method of turning 
Dragon 's Lair into a platform 
game on its Super NES release. 
Empire Software have gone 
straight for the jugular; perfectly 
recreating the style and format 
of the laserdisc Space Ace for its 
stunning in-yer-face 16-bit 
debut! 


Spaced-out action! 


A Despite Dexter's toothy grin, it looks os 
though Kimmy only has eyes for Borf! 


i behind you, Dexter! You'd be 
en for thinking that Frank Bruno is 
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L In a feat of courage to rival Eddie Kidd, Dex jumps an unsightly being! 

Apart from the animation, which tends to be on the 
jerky side, Space Ace is a graphical masterpiece, and 
programmer Adrian Barrit has worked wanders in scaling 
down the action into a mere 8Mbit cart. As you can see 
from the screen shots, this game uses the Super NES’ 
colour palette to devastating effect - I wouldn't advise 
you attempt this game without a pair of sunglasses, or 
an easily accessible contrast switch. 

The sound on the other hand is a rather repetitive affair 
which is fine for the first few goes, but can become the 
sole focus of failure, and will probably be left turned 
down in most households. Apart from anything else, the 
sounds are also extremely subdued; with Dexter emitting 
only a tired *uh-oh!” when he is blasted to atoms by a 
laser beam! 

Aside from the fantastic visuals, the 
best quality of Space Ace is the way it 
combines various elements of 
gameplay in one package, such as 
platform adventure, shoot-'em-up and 
memory puzzles. This does well to 
break up the monotony of repetitive 
gameplay and incorporates 
impressive use of Mode 7 for the 
maze sections, and also Mode 0 to 
move huge sprites around the screen. 

The flying sections in particular are 
extremely fast and compelling to play. 

Each individual level can also be 
completed in different ways by finding 
alternative routes, thus incorporating 
an almost unique sense of 
exploration. After each level has been 
completed, you’ll be assessed on 


What tosh Keith is 
talking! Space Ace 
is an incredibly 
colourful and 
imaginative coin¬ 
op conversion. As you can see 
from the abundance of screen 
shots, the game is colourful, well 
detailed and fun. Younger 
Nintendo players will love this 
game, and who can blame them? 
Space Ace goes against the grain 
of beat-'em-ups and platform 
games by including many different 
styles of play. One minute you’re 
shooting droids on a hillside, the 
next you are flying down a dark 
canyon at break-neck speeds. I 
cannot praise this game enough - 
it’s unbelievablly challenging, 
varied and both the visuals and 
sounds are excellent. Although 
adhering to the Dragon s Lair 
school of playability, Space Ace 
offers much, much more. Top 
marks to Empire for a great game! 


V Be quick or be deed! 
Dexter attempts to vanquish an enemy fleet in his cosmic bubble car. 



PRODUCER 

EMPIRE SOFTWARE 
(081)343 7337 

PRICE 

£49.99 

RELEASED 

EARLY MARCH 94 

GAME TYPE 

ARCADE ADVENTURE 

CA RT SIZE 

8MBit 

FEATURES 

NONE 


CONTROLS 



RATINGS 


your progress and given a rating to determine how 
much of the level you completed. This gives you an 
impression of how much you have actually 
completed and how much you missed. 



If you thought that Super NES games were 
lacking challenge, then this could well be the game 
of your dreams. Make no mistake - it’s tough, in 
fact it redefines the word tough’ and launches it to 
new extremes, especially as you're only equipped 
with a handful of lives and no continues! 

Thankfully though, the programmer 
sensed that he was perhaps being a bit too 
wicked, and so included a novel practise 
option in which you can retry any level that 
you previously completed, in order to 
perfect it for your next game. This allows 
you to save precious lives for the tougher 
levels ahead! 

Space Ace certainly wont appeal to 
everybody, but it acts as a solid contrast to 
show just how lame most games are in the 
challenge department, and is a good 
reminder of the lost era when a good game 
lasted you months as opposed to a poxy 
few days! 


GRAPHICS 90 

SOUND 

GAMEPLAY 84 
LONGEVITY 92 


OVERALL 



A-wmts ii 











TT ~ REVIEW 



When I think of Star I I c_-> / 

Trek I think of V 

discovering new \ J 

planets and strange new^j W! 
life forms. This game is set 
entirely in space, you never go 
down to any planets, well I guess 
that suits the black and white 
screen of the Game Boy anyway. 
Really, it’s a strange mix of shoot- 
em-up, strategy and tedious time 
consuming puzzle games. There’s 
not nearly enough characters 
involved and the game for me just 
doesn’t give you that feeling of 
freedom which I think is absolutely 
necessary for anybody that is 
going to attempt a Star Trek game, 
after all that is the underlying 
theme of the TV series, isn’t it? I 
hope a black hole swallows this! 


KEITH 



A Letting the Ferengi hov 
with a quick phaserl)last. 
Cop that , Big Ears! 


Make it boldly go away. 


To say that I’m a 
Trekkie would be a bit 
of an understatement, 
as anyone who knows me 
will testify, so the game of Star 
Trek: The Next Generation was eagerly 
awaited. Did it match up to my 
expectations? Well, if I told you that 
now you wouldn't read the rest of the 
review, so you'll have to wait until later. 
First, the game itself. 

Rather than letting you loose with the 
real starship Enterprise, Star Trek: TNG 
puts you in the jumpsuit of a Starfleet 
cadet, being trained for command in a 
series of holodeck simulations. The 
missions start off with simple tasks like 
ferrying an ambassador from one planet 
to another, and quickly progress to 
pitched space battles with the 
Romulans and Ferengi. 

Various members of the Enterprise 
crew are at your command, each person 
handling different areas of ship 
operations - for example. Data is in 
charge of piloting the ship from system 
to system, and also operates the 
sensors. 

As well as the space combat, there 
are several sub-games related to the 
ship's functions. Critical areas like the 
engines and phasers can be given extra 
power by guiding energy pulses along 
the correct circuit paths in one of these 
games, and achieving orbit around 
planets requires you to pilot the 
Enterprise through a twisting tunnel of 
markers. 

So far, so good - there’s plenty of 
variety. Unfortunately, things start to 
deteriorate fairly quickly as you start 
playing. Saying that the subgames are 




SO WHERE’S THE GUY WITH THE EARS? 


You have five members of the Enterprise crew at your command, which leaves 1,009 
unaccounted for. Strangely omitted are Troi and Dr Crusher - presumably the 
programmers thought they’d be off doing their nails or something instead of all this manly 
space battle stuff. Sexism may be dead in the 24th Century, but it’s alive and well now! 

CMDR WILLIAM TRIKER 

Second in command of 
the Enterprise, in this 
game he reminds you 
of your orders and, 
erm, tells you the time. 


CAPTAIN JEAN-LUC PICARD 

No, you don’t control 
him - he’s the man who 
issues your mission 
orders and frowns when 
you mess up. 


LT CMDR DATA 

Starfleet’s resident 
android steers the ship, 
mans the sensors, and 
is generally efficient to 
the point of annoyance. 


LT CMDR GEORDI LA FORGE 

Chief Engineer of the 
Enterprise, Geordi may 
be blind and non- 
Scottish, but he’s a whiz 
at repairing things. 


LTWORF 

The scowling Klingon is 
in charge of unleashing 
photon death on any 
unfortunates you 
happen across. 


CHIEF MILES O’BRIEN 

When he doesn’t have 
other Commitments’ 
(ho ho), the cheery 
Irishman handles the 
transporter. 









simplistic would be an 
understatement on the magnitude of 
describing Captain Picard as slightly 
short in the hair department. 

The orbital subgame bears a 
worrying resemblance to the dropship 
section in the ancient C64 game, 

Aliens US , and that was rubbish even 
then!! However, it pales in comparison 
to the ludicrous transporter section, 
where you have to pursue demented 
stick-men around a grid with a cursor 
in order to beam them up. So that's 
how it works! No wonder the 
transporter operators in Star Trek 
always seem so cheerful - they’re 
desperately trying not to laugh out 
loud! 

Even the main part of the game, the 
starship combat, suffers from being 
overly simple. The graphics are well 
done, with the ships of the various 
enemy races all being recognisable as 
their TV counterparts, but it s certainly 
no Elite. The bad guys whip past with 
the speed and agility of an X-Wing 
fighter, but the Enterprise manouevres 
with the grace you’d expect of a 4.96 
million ton starship. Also, whenever 
you fire the phasers, someone on the 


A The thrilling orbital subgame. Makes the episode *The Best of Both Worlds 
look os exciting as A River Runs Through It, eh? 


Jjj7 Transporter excitement ahoy! 


& The even more thrilling engineering subgame. 


bridge strangles a chicken. That’s what it sounds 
like, anyway... 

Star Trek . of whatever generation, was always 
more than a simple zap the aliens’ show, which 
is part of the reason for its three decades of 
popularity. This game, however, ignores the Trek 
philosophy of using force only as a last resort in 
favour of straightforward blasting. 

You can’t negotiate with the enemy 
commanders - you just drop out of warp and 
K ,-v. i"s|antly blow them to 

II mmm hell with photon 

torpedoes. Obviously, 
there are limits as to 
what can be crammed 

KrS _ into a Game Boy 

_ — ■ 011 cartridge, but even a 

— ( I v 1— \\ll token attempt at 

communication would 
have helped 
immeasurably at 
capturing the 
atmosphere of TNG. 

What you get here is 
basically a space shoot- 
em-up with Star Trek 
graphics tacked on, and 
a very basic shoot-’em- 
up at that. Fans of TNG 
will be annoyed by the 
liberties it takes with the 
show, and everyone will 
be disappointed with its 
lack of depth. Don’t beam 
it off the shelf. 
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FREIGHTER 1 O OBJECT 


A Galaxv class starship USS Enterprise , 
NCC-1701-D - it's armed and dangerous 
it knows where you live. 


HARP DR*v 
impulse: 

SHIELDS 
PHASERS 
PHO TONS 
SENSORS 


STATUS (87! 


A "The engines cannae take it!" (Sorry.I 
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A Is this some kind of ancient temple, or is it just another nightmare? 

graphics that would embarrass an Atari VCS, and quite the 
worst collision detection I have ever witnessed. 

All the other cars are badly drawn and non-existently 
animated, there is minimal background detail (what there 
is, is simply re-coloured for sand, grass, water etc) and 


There are no items to use, no power-ups or 
bonuses and some of the worst drawn enemies I’ve 
ever seen (transparent teleporting rats!). As for 
colour, well it struggles to produce more than four 
. the sound would make Jonathan King vomit, and 
there are six levels of this dross - nooooooo! It 
makes Home Alone look positively glorious in 
comparison! 

What makes Accolade’s pathetic offering even 
worse is that they have the gall to put “games with 
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making a noose not long after the first lap. 

And it doesn’t end there. Once you’ve endured’ the 
races, the action switches to a brief cartoon interlude and 
then a platform game that puts the Super NES to shame. 
Awful graphics abound as your matchstick man labours to 
the left and then the right, kicking enemies (who are 
usually about ten feet away) without conviction. How 
Iona did this take to program - five minutes!? 


a personality” at the front. Oh yeah, 
like who - John Major!? 

Quite the worst game on the face of 
this earth. Do not buy, even if you have 
a gun to your head! 

Speed lakes a hefty left to the chin on the ship of fools! 


LONGEVITY Q 


RATINGS 


GRAPHICS MISS 
SOUND 7R 


GAMEPLAY NO 

T 

OVERALL 


* And no, 


that's not a misprint. 


When you have 
the misfortune of 
comina across a 


game of such appalling 

quality as Speed Racer , there is only 

one thing to do - find something 

worse to compare it to so that the 

good points stand out. Unfortunately, 

there is nothing worse than Speed 

Racer. 

Based on the popular American 
cartoon (it won’t be after this!). Speed 
Racer is a combination of game 
styles. There are seven levels of what 
is apparently a driving game, with 
platform beat-’em-up sections bolted 
on for good (er, bad) measure. 

The driving section is second only 
to Days of Thunder on the NES as the 
pits. Jerky tracks, terribly simplistic 


n j» j 
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A Careering along the road out of control, the Mach 5 heads 
straight towards the rubbish bin! 




P RODUCE R 

ACCOLADE 
(081) 788 0200 

PRICE 

£49.99 

RELEA SED 

SEPTEMBER ’94 

GAM E TYPE 

DRIVING/PLATFORM 

CART SIZE 

16MBit 

FEATURES 

PASSWORDS 


CONTROLS 


How do you spell 
‘dire ? Try S, P, E, 

E, D, R, A, C, E, R! 

Speed Racer would 
have been embar¬ 
rassingly bad as an Amstrad CPC 
budget release circa 1984, but to 
try to foist this trash on the public 
a decade later at full price... not 
even P T Barnum would have had 
the nerve! The track lurches 
around the screen like a drunken 
unidexter aboard a hurricane- 
stricken lifeboat - haven’t the 
programmers ever heard of Mode 
7? As for the platform sections, 
they make Ocean’s creaky old 
Lethal Weapon seem as polished 
as Super Mario All-Stars ! Speed 
Racer is a strong contender for the 
title of Worst Game Ever on the 
Super NES, and makes a mockery 
of Nintendo's alleged Seal of 
Quality’. Do not, under any 
^circumstances, buy this. a 


I*. HI IH 


JUMP 


KICK 

a 


HARO 


TURN 


HARD 


TURN 


USE SPECIAL/ 
PUNCH 


ACCELERATE 




Speeding round the U-bend! 
















.aunch issue available from early December 



WINTER 1994 £4.99 with Coverdisc 


magazine 




$6 Million 
Game 
Arrives 

EA’s Wing Commander III. 


Action-packed cover CD with playable demos of some of the hottest titles around 
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Off-World Interceptor 

Gridders 
Sewer Shark 
Dragon’s Lair 
The Horde 
Total Eclipse 
Stellar 7 - 
Draxon’s Revenge 
Pebble Beach Golf Links 
Way Of The Warrior 

SAMPLER DISC: To be distributed solely with 
the 3DO Magazine and not for resale 


We take a breathtaking 
tour of the world of 
3DO. Lightguns, A 
MPEG Movies, 

Modems, 3DO PC 
Upgrades, Portable 
3DOs, 3D Goggles 
and more. 
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Y is looking like the thick end o‘ 
ack to the game. It * clear to me 
>grammed by SMK enthusiasts v 
something mere. For a start, it’t 


>. It 6oum 

■avaon. 


unworkable, but 




Death Race 1995! 
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I've been in a 
Lamborghini 

Diablo, smoothed 

the curves of a 

Maclaren FI and | 
gone hell for leather in a Ferrari GTO, 
but nothing prepared me for Street 
Racer from UBI Soft. It’s so... so... so 

f****** f ast! 

Anyone who knows me will 
acknowledge that I don’t get excited 
about many games, but Street Racer is 
reason enough to dust off those 
eyeballs, stick a recaro in the front 
room and burn some rubber. 

First let me say that Super Mario 
Kart takes some beating. It is my all 
time favourite race game; beating Test 
Drive II and Indy Car Racing on the PC 
hands down, and we’ve crowned it the 
Super Gamer office fave. An 
entering this arena of 
be good. 

Street 

vith all its o| 

I sumo-type 
all games, eight well 
music,., the list is 

■and that 


<1 This is Street Racer's terrific 
four player mode. It may look 
confusing, but you'll instantly 
get the hang of it. 






me 
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horizon and so your eyes concentrate 
on a thin band and don’t wander all 
over the screen. 

The only criticism that can be 
leveled at this ingenious mode is that 
the cars are viewed close up and so 
you cannot see whether you are using 
turbos or special moves. 

Street Racer is viewed from the same 
perspective as SMK , but each of the 
eight maniac combatants (Suzulu is my 
choice) are incredibly well animated 
and each has a set of brutal attacks 
such as electricity, a club, blaring 
horns, spiked tyres (Goldfinger- style), 
whipping towel (?), magic carpet and 
Helmut, the jaded Nazi WW1 pilot, even 


If Mario Kart didn’t 
exist, UBI Soft would 
be laughing hysterically 
all the way to the bank, 
casually tossing bundles of 
tenners into the scabby hands of 
scrounging tramps en route. They’ve 
produced an extremely playable and 
finely honed racing frenzy with Street 
Racer. The various tracks are 
carefully designed to keep you 
coming back for more, as you know 
that next time, you’ll take that corner 
just a little bit faster. The Rumble and 
Soccer modes are also great fun, 
especially in multi-player mode. 
Unfortunately, it’s just pipped by 
Mario Kart for playability, as the 
comparative weakness of Street 
Racer's weapons means there’s no 
equivalent of the sheer joy of blowing 
Damian away with a precision-timed 
red shell (snigger). But it’s very, very 
close overall, and if you’ve got a 
Multi-Tap, I’d highly recommend it. 
Just be damn careful that you don’t 
confuse it with Speed Racer* 


transforms his car into a Fokker DR1 tri¬ 
plane to leap gaps and pools of water! 

Every Nintendo magazine has raved 
about these comical and frankly 
unbelievably car transformations, but 
you really have to play the game to 
appreciate the smooth animation and 
how well they work when you’re 
screaming through a turn; trying 
desperate to unhinge your arch-rival. 

The Mode 7 graphics on all the 
colourful and varied courses are 
faultless, and you can be burning off Surf 
Sister on an autobahn one minute, then 
banging down a flagstone corridor in 
Frank’s Transylvanian castle the next. 

They’ve even included a unique 
function whereby you can pan and zoom 
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in on the course before a race and check out any short cuts (there 
are loads) or particularly hairy turns. Such attention to detail is 
typical of the whole game. 

The races themselves are as exciting as you could want. You 
tear away from the line with smoke pouring from the tyres (unless 
you get one of the ten - count ’em - ten speed starts!) and are 
immediately engulfed by the rest of the drivers who all have their 
own grudges, skills and egos to consider. 

The Mode 7 tracks shoot past at break-neck speeds with no 
slow down, and the amount of detail, both on the course and the 
well drawn backgrounds, is considerably more than SMK, and I 
liked the lightning effect on Frank’s home turf and the impressive 
landscape of Sydney Harbour for Surf. 

I have said before how the other racers are considerably more 
animated than any other racing game, but it is the artificial 
intelligence that really brings them alive. Unlike most drones, who 
simply potter around the course like chauffeurs, these guys slide 
off the racing line, crash, make mistakes, nick your power-ups and 
of course attack you with a fanatic zeal I’ve not encountered since 
Road Rash\ They really play for keeps! 

You must finish in the top three to qualify for the next race and 
there are icons such as turbos, points stars and tool kits (to repair 
you) to collect along the way. Using the special weapons is fun 
initially, although I did find most of them useless; preferring to 
whip or punch the opponents. 

V Screeching around the Franky course as the tyres smoke under pressure. 
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KEITH 


Wow, this is H 

something else! I /I yW 
thought the four | 

player game would ' / 

slow down to 

something close to a stoned snail’s 
pace. But no, it hurtles along at the 
same speed as the two player and 
even the one player mode. The cars 
handle like a dream and perform all 
sorts of deadly special moves. The 
many tracks kept me glued to the 
Super NES for hours and while 
winning a season on easy or 
medium settings is a piece of cake, 
winning on hard or crazy mode is 
another story. I also love the way 
you get points for fastest lap and 
aggressiveness, it means that all is 
not lost if you come second or 
third. The Rumble and Soccer sub¬ 
games are quite weak, but 
personally I would be happier 
checking out its many racing 
options. I still think SMK is better, 
but this is without a doubt my 
favourite four player game. Superb! 
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The cars also handles just like 
real life, so taking a 90° corner at 
10OMPH will result in you instantly 
spinning off. The idea is to enter 
the corner at the apex, ease off the 
throttle, flip out the back end, then 
power out of the corner in a 
smooth racing line. It takes time to 
perfect, but you’ll lap like Damon 
Hill when you do. 

As the sweat cools after an 
intense LeMans session (options 
allow you to choose up to 32 laps 
per race and three difficulty levels, 
and you can also replay the whole 
race or zoom around the track and 
view it from any angle!) you can 
always reset and try one of the 
intriguing Soccer or Rumble 
games. 

Soccer is a goal frenzy, as all the 
characters speed around the pitch; desperately 
trying to grab the ball and then punt it goalwards. 
A great idea, but it is sometimes confusing. An 
arrow pointing to the ball would give you more of 
a chance to score. 

Rumble is a free-for-all barging session where 
eight demented and legless drivers all converge 
with the sole intention of ramming each other off 
the track. Last one in the ring wins and this is 
one of the most addictive parts of the game, 
bringing out the blood lust in everyone who had 
a go. 

The racing is enough to make Street Racer one 
of the best games on the Super NES, but add all 
the extra features and you’ve got a potential 
classic. But what about humble old SMK7 Well, 
to be fair, Street Racer has more options and 
looks far better, but the Shigeru Miyamoto 
playability of the Nintendo racer just pips the UBI 
Soft upstart. It is certainly the best racing game 
to appear on the Super NES in years. 

In fact the only downer I can see with this game 
is the rather easy difficulty level on the racing 
sections and rumble, and the fact that there are 
so many menus to get through, it takes an 
irritating amount of time to rejoin a race. When a 
game’s this good, you want to get straight back 
to the action instantly, not wait for ages trying to 
get through all the race result screens. 

Undoubtedly, what makes Street Racer such a 
winner is the fact that you get a fast multi-player 
racing game that impresses everyone who sets 
eyes on it, more options than Ford, and a dose of 
challenge and excitement that will entice all 
petrolheads. Bottom line - it’s fun and an 
sential purchase.^ 


A Surf's course is set in Australia and looks nothing at all like the 



|beach level in Mario Kart. 
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PRODUCER 

UBISOFT 
(081) 343 9055 

PRICE 

£44.99 

RELEASED 

NOVEMBER ’94 

GAME TYPE 
PLATFORM 
CART SIZE 
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FEATURES 
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CONTROLS 



HIT LEFT 


TURBOS 




ACCELERATE B 


HIT RIGHT 


TOP WEAPON 


WHEEL 

WEAPON 



RATINGS 

GRAPHICS 

94 

SOUND 

88 

GAMEPLAY 

91 
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86 
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A The bike is wild and uncontrollable os we can see 
here as it goes into a 360° spin for no reason! 


REVIEW 


V The terrific amount of detail on all the tracks in 
Stunt Roce FX means you can even lean over the edge 
ot this highway and see the rest of the track below. 


It s Quentin 
Wilson-tastic! 


% 
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A OK, first I smash this snowman to oblivion, 
then I start looking for Aled Jones. 


WL^kf 


To say Stunt Race 
FX (previously 
known as FX Trax) 
has been eagerly 
awaited would be 
an understatement on the magnitude of 
saying Fred West liked a bit of 
gardening. This is THE biggest 
Nintendo release since Street Fighter II 
and Starwing , and they are not about to 
balls it up. 

I have to confess that I was one of 
those doubting Thomases who played 
the half finished game at the ECTS and 
came away swearing that it smelt of 
cows, but now I’m a convert. For anyone 
who likes a bit of high speed racing 
with plenty of wheel¬ 
spinning and 
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A Sliding this huge articulated lorry through the bonus level is tough, but you can always take a short cut. 


opposite-locking, Stunt Race FX is your 
Nirvana. 

Get past the Fisher Price kiddies horn sound 
effect and the unashamedly cute title screen 
with its Super Mario Kart -style catchy tune and 
you’re strapped in for the ride of your life. 

The options are plentiful, and like F-Zero, the 
onus is on beating record times using the 
battery back-up, rather than simply completing 
the game (which is fairly easy I must admit). 

You have the choice of the Speed Trax 
(normal one player race), Stunt Trax, Battle 
Trax and Free Trax which is basically a chance 
to rack up the best times on any course in any 
vehicle. All this is presented in the usual 
impeckable style first pioneered in Super 
Mario World. 


There are three jalopies to choose from at the start: F- 
Type, 4x4 and Coupe, but you can also ride the motorbike 
if you first complete all the Free Trax courses on it to 
prove you can handle the speed and power. 

Each car has different handling and acceleration 
characteristics; the 4x4 for example has a slow top speed 
but can manoeuvre extremely well, whereas the F-Type is 
a front line FI car and has blistering acceleration, but 
corners like an overloaded shopping trolley! 

But the real magic of this game is not apparent until you 
tear away from the line in first gear, with smoke pouring 
from the back wheels, the engine screaming at 6,000 rpm 
and the rest of the pack hot on your bumper. 

At this point, fluffy haired Jeremey Clarkson usually 
turns moodily at the camera and says, in deeper voice 
than usual, something like “but, let s find out what it can 
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ANDY 


It's always best to use the boost to keep your speed up. 


< It's the Arwing from Starwing / Hurtling round the 
tight bends on this night course you can easily smash 
into the Starwing poster on the first comer. If you do , 
this ship appears and gives you a boost bonus! 


A Racing through the Aqua Tunnel level you can eosily see a sunken galleon, whales and a manta ray beneath the surface. 


do” swiftly accompanied by a burst of 
“Anarchy in the UK” by the Sex Pistols and 
some sexy shots of the car hitting the 
horizon at over a 10Omph. Oh to be a car 
journalist. 

As you start each race, the camera zooms 
in over the packed stadium and then slowly 
circles your car and ends up directly behind 
but slightly above the roof. Why not try 
blipping the throttle and listen to those 
sampled engine noises whine and increase? 
Not bad, at least it's better than the usual 
washing machine on full cycle* sound 
effects. 

Each car has a completely different sound: 
the F-Type growls, the coupe purrs, the 4x4 
rumbles with all the menace of a big block 
Chevy V8, and the articulated lorry (found 
only in the bonus round) chugs along as its 
huge diesel gasps for breath. 

Hurtling round the first course I 
immediately noticed that the 4x4 was driving 
just like a real car. As I entered a corner too 
tight at break-neck speeds I expected the 
usual Nintendo safety valves to kick in and 
for the car to be brought around in a safe 


line, but instead I was catapulted off the track 
- sideways through a crash barrier; finally 
coming to rest in a field! 

Excellent, I thought, so I fired up the 
engine, wheel-spun the car onto the tarmac 
and tried again - yowzer! An even bigger 
skid, tons of smoke, lots of loud complaints 
from the engine and another close encounter 
with the daisies. 

Not since Super Mario Kart and Test Drive 
II has the driving experience been captured 
on the screen so vividly. And it doesn’t just 
stop there. You can power round corners and 
expect to hear the tyres squealing, splashing 
through water send droplets of spray onto 
the windscreen, and you are even assaulted 
on the race tracks by all manner of widelife 
(horses, dolphins, seagulls, sea monsters!) 
who really should know better. 

Plus there are rock falls, holes in the track, 
planes taking off nearby and buzzing the 
road, and there’s even the chance to be 
attacked by the ships from Starwing on 
the penultimate level! 

The 12 tracks on offer in the 
one player GP (four each in three 


If you ever need a 
game to annoy 
Virtua Racing- 
owning Mega Drive 
types, here it is - Stunt 
Race FX is, in every respect (save 
one - more about it later), superior 
to Sega’s wallet-busting DSP drive- 
a-thon. More tracks, better graphics, 
better sound, more variety, better 
control... in short, more playability! 
These days, a game has to be 
something really special to spark my 
enthusiasm, but Stunt Race 
managed that with ease. Doom- 
playing 486 PC types might sneer at 
the visuals, but those of us without 
the budget of a third world country 
to spend on our games machines 
can be assured that in terms of 
speed and detail, it’s going to be 
hard to top Stunt Race's Super FX 2 
graphics. Like Mario Kart before it, it 
takes some practice before you start 
to get proficient with the controls, 
but once you get the hang of them 
you’ll be hurtling round the tracks 
like Schumacher! The comparison 
with Mario Kart brings up Stunt 
Race's weak area - the two player 
mode is a great disappointment, and 
the easiness of the normal tracks 
means that lasting appeal isn’t as 
high as it should have been. Despite 
this... it’s still FXcellent! 


REVIEW 

















TIERS OF MY TRACKS 
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O EASY ride 

Z Simple first course set on a 
pleasant summer day. Watch 
out for the truck on lap two. 
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AQUA TUNNEL 

Set mostly underwater, this is / 
a fast track with tight bends, c 
and plenty of fish. I: 


SUNSET VALLEY 

A tense race through winding 
canyons, swinging rope 
bridges and rock falls. 


NIGHT OWL 

Brilliant detail on this night 
scene which features a jet 
plane taking off overhead! 



Z3K.V 8’08 : ’40 

KING’S FOREST SEA BREEZE WHITE LAND NIGHT CRUISE 

Not an easy track due to If you like water sports then It is generally not advisable to This is the Starwing level and 
excessive fog. but it does prepare for monster water hit sheet ice at 90mph, but it looks just like a multi- 


clear on the last lap. 


slides and tons of H20! 


that’s what you must do here. storey car park. 


h _ 

< LAKE SIDE 

2 A fairly easy jaunt over water, 
the only tough bit is this 
netting over a deep pit. 


difficulty levels) are incredibly 
diverse and you can be racing 
through a bustling metropolis at 
sunset (my favourite), barreling 
down a tight canyon during a 
storm, disturbing the peace in a 
quiet Yellowstone park, or even 
freewheeling across sheets of ice 
and down road-sized watershoots 
like the ones found at swimming 
pools. You are never short of 
things to do or try. 

All this is brought straight to 
your home in spectacular Super FX 
graphics, complete with minute 
detail shown at any speed and any 
angle. The best example I can give 
of this is when you are riding in the 
4x4 and bounce around a corner - 
you can literally look over the edge 
and see the rest of the track below 
in full detail and colour. 

Having played both I can 
confidently say that Stunt Race FX 
beats Sega’s Virtua Racing hands 
down - in all areas! More tracks, 
better graphics, faster, and at a 
much better price too. 


■«==».: * r«o”§t 

BIG RAVINE 

As you begin this race the 
skies open and a huge 
thunder storm ensues! 


5’41”:o 


SKY RAMP 

Up above the streets and 
houses... Look out for the 
buzzing Arwings at the end. 
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HABOUR CITY 

The last course is riddled 
with bottomless holes and 
high ramps to fall from. 



RADIO CONTROL 


STUNT TRAX "bATTLE TRAX RADIO CONTROL 

Collect 40 stars from the Split screen simultaneous Only accessible if you 
bizarre obstacle courses in two player game across four complete all the Stunt Trax 
the quickest time. tracks and using any car. perfectly. A laugh basically. 


Like Virtua Racing , you can also select 
one of three views as you race - close 
behind the cab, long shot, and right inside 
the car. The latter makes Stunt Race FX 
even faster because it doesn’t have to 
draw the car. I dare anyone to complete 
the game in full cockpit mode - it’s just 
too wild to control! 

The Stunt Trax mode of the game is 
certainly not as strong as the races. All 
you have to do is collect 40 stars that are 
hidden in each of the four off-road 
courses; consisting of out-sized circus 
tents, ramps, blocks and huge 



Hie 4x4 is best for the stunt track because it is the most robust. 

































KEITH 


skateboarding half-pipes. This is not as fun 
because with any vehicle it is very difficult to 
control. In fact I had more fun just trying to 
crash in the most spectacular way. 

Like Super Mario Kart , you will play this 
game over and over again, even though you 
may finish it, because it’s always fun going 
for a spin in the country, and Shigeru 
Miyamoto’s ace team of programmers have 
made it so realistic. 

Fancy a powerslide, a handbrake turn, or a 
full 360 spin? You got it! Just crank up the 
power and get crazy with the pad. It is even 
possible to ride the courses backwards (good fun 
if you’ve already completed the 
game). 

But it is not just because the cars 
are so challenging to control that 
makes Stunt Race FX such a damn 
fine game. It is a combination of 
jaw-dropping graphics and the fine 
detail, like the signs which can be 
knocked down on the Night Cruise 
level, and the Nintendo Challenger 
truck making a surprise appearance 
on level one. It means that you are 
constantly surprised, and this 
enhances the basic gameplay. 

Each of the 12 tracks (plus four in 
Stunt mode) is perfect for testing 
different driving conditions (snow, ice, rain, sand) and I particularly 
liked the way that the weather changes during the race just like 
Ridge Racer. One minute you are fighting driving rain, then the 
storm clears and it’s blue skies all the way to the finish line. 

All this is brought to life with some really corking sound effects 
like the thunder and lightning, car horns and some bone-crunching 
crash noises that had me wincing in pain (or the memory of my own 
car crash perhaps?). 

One thing I should mention to all those who thought that the cute 
cartoon cars would ruin the game - they don’t. I loved the way that 
you can smash into a wall and the car bounces all over the place; 
bending and convulsing, before reforming with a chirpy beep and a 
roll of the comical eyes. I was also relieved to find that Ninteno have 
speeded up the crash sequences, as they took far too long in the 
ECTS version. 

Before Nintendo get all smug and dish out plenty of 1 told you 
so's, I have to say that this game is not perfect, in fact there is a 
distinct flaw in the gem. Stunt Race FX is far too easy to complete 
(especially with the 4x4). 

But most of all, the two player game, which is the biggest feature 
of Super Mario Kart and Virtua Racing , is terrible - a real kick in the 


A In the cockpit mode you can see more of the road and it's much faster too! 


V The, erm, track select. 


Stunt Race FX had 
a massive hill to 
climb if it was 
going to turn 
around the early 
criticism that was directed at it 
about the speed. I’m delighted to 
announce that while still sluggish 
at times, Stunt Race FX - in one 
player mode - boasts playability of 
a standard which I haven’t 
encountered in a racing game 
since F-Zero or Super Mario Kart. 
It’s not just the imagery which does 
this, I also put a lot of its incredible 
quality down to the carefully 
simulated sound effects. The Stunt 
tracks are fairly good, if a little 
unimaginative, but I must mention 
the two player game which is a 
grave disappointment - Nintendo 
obviously forced Argonaut into it, 
with the poor programmers 
knowing exactly what was going to 
happen. I only hope this isn’t a sign 
of what Starwing 2 is going to be 
.like. 





GENTLEMEN, START 



V5T; I COUPE 

A slow top speed, but highly Faster then the 4x4 and fairly 
manoeuvrable and robust. The nimble, but not as fun to drive. It 
4x4 is perfect for the Stunt Trax uses the boost at a much slower 
and the best car for beginners. rate than any others. 


















































































teeth given the capabilities of the Super FX chip 

2 . 

Select Battle Trax and you are faced with two 
miniscule screens containing a sluggish and 
jerky view of the track. Sadly, most of the 
essential screen space is wasted with large 
amounts of grey dashboard containing non- 
essential dials and a map. Really, if they could 
get the one player game so perfect, how could 
they ruin this essential item? 

Even the idea behind the two player mode 
stinks of the fact that Argonaut knew that they 
couldn't get it to work properly. All you are faced 
with are four courses which look tame compared 
to the terrific detail of the other 16, and the idea 

V Another F-Type tries to ram you off the track! 







is to beat your 
opponent to the ] 
finish line. No ■ ■ 
missiles, no dirty 
tricks, just who 
can reach the line 
first - and there's 
not even a 
winners 
ceremony! Hardly a battle is it? 

While I’m in the moany section of the review I 
would also like to say that when you complete 
Stunt Race FX you are greeted with one of the 
worst game over sequences ever. For all your 
hard work - they don’t even say congratulations, 
or “here’s your trophy mate, well done!” 

However, if you don't mind playing 
the majority of the game on your own, 
then this game is a triumph for the 
Super NES. The graphics are the best 
yet seen and move much faster than 
even Crash & Bum on the 3DO and any 
other racing game you care to mention 
(except the Ridge Racer coin-op). 

I’ve had more fun playing this than 
any game in recent memory and it 
even facilitated the hallowed ‘taking 
home at the weekend’ treatement that 
only the best of the best receive from 
this cynical Editor. 

If you only buy one game this year 
(and surveys say many of you do), 
then this is it. An incredible 


achievment, a < 
Gold material. 


[reat game - Gamer 
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SLIDE LEFT H LEFT RIGHT 


TURBO BOOST 


JUMP 
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Basically this is a full spec FI 
car with high G-force 
acceleration, but less cornering 
ability than most others. 

Woah! This is mega fast, but 
hard to handle at high speed. 
The bike will break all records, 
but is prone to 360 spins. 

TRUCK 

You control this in the bonus 
level, but the large trailer 
means the back end swings 
out alarmingly into corners. 



J-Z OF GAMES m 












































This the 
power-ups 
you can pick 
up in SBM 2. 


A I'm in the middle of o chain reaction! 


multi-player game had been improved. Boy, 
were we in for a surprise. 

The four player game has now been 
tarnished by the stupidest of changes. The 
boxing glove for example, which was one 
of the best features of the first game (used 
to punch away bombs and throw them off 
the edge of the screen) has been replaced 
by a namby pamby rubber glove; only 
useful for chucking your own bombs. 
What’s the point of that? 

Now, if a player blocks you in and you 
have the glove, you can’t frantically shove 
all the bombs out of the way and escape - 
you simply have to sit there and wait for 
apocalypse. 

Minor revisions have been made to the 
graphics of the game such as adding more 
detail and expressions on the characters, 
and they’ve even thought to colour each 
players' bombs, so that you can pin-point 
exactly who blasted you. And the 
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WALL WARP 1-UP 


BOMB WARP 


REVIEW 


RYAN 


Gasp! Shock! 

Horror! The sequel 

to perhaps one of Wr 

the best multi- 

player action games ever... isn’t as 
good as the original! 

At first glance, SBM 2 offers so much 
more than the original. The one player 
game has been vastly improved; now 
you get to wreak havoc throughout 35 
levels, some of which are multi-screen 
scrolling. The aim of the game is still 
the same, you must bomb your way 
through the maze, catching all the 
computer players in your blast and 
collecting icons left after blocks have 
been cleared. 

There are also plenty of novel 
features to fiddle with, such as boats 
and submarines that can take you 
across water, springs to jump over 
bombs, and best of all, tanks which 
you can actually jump into and use for 
extra protection. 

I also liked the furnaces on world two 
which can be kick-started into action 
and sends a rush of flames throughout 
the level every few seconds. Make sure 
you’re not in its path. 

As in the first game, each world has 
its own freakish villain who has their 


own individual style and type of bombs, 
ranging from magnetic homing-bombs, to 
nippy little hearts that whizz around and 
explode at will. You must hit each boss twice; 
after that they escape and return with an even 
more outlandish battle suit. 

Often causing the SG team to burn the 
midnight oil on many a deadline, the fantastic 
four player simultaneous mode is undoubtedly 
the best thing SBM had to offer and so we were 
naturally curious to see how this unbeatable 
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How could they? 1 V c • 
Hudson Soft have \ 
done the impossible 
and ruined my favourite >< ^^^^0 
game. Oh yes the one 
player is mega improved, but no- 
one should ever play a SBM game 
on their own - it’s a group thing. 
The sort of game where you swear 
at your best friend and wish him a 
violent death after only five 
minutes play. Changing the glove 
and removing the remote control 
are the worst things that they could 
have done. The only decent idea is 
the roulette, but it would have been 
much better if it was given to the 
winner of each round, rather than 
the whole tournament. This means 
that the balance of power would be 
constantly changing and the 
matches would be even more 
intense. Sorry Hudson Soft, but for 
the next month I’m wearing a black 
arm band in remembrance of a 
great game cruelly cut down in its 
prime. 


Since Super \ JSf, 

Bomberman 2 is V 

effectively two gamesV^^Sf A 
in one, it really needs 
two comments in one. 

One player : a great improvement 
over the original, with more new 
features than you can shake a stick 
grenade at and a good laugh to 
play. But nobody ever buys a 
Bomberman game for the one 
player mode, they buy it for the... 
Multi player : Oops. Not even the 
mental new music can cover the 
fact that an error of judgement has 
been made on a scale not seen 
since the film of Howard the Duck. 
Why did they change the glove, the 
best and most important power-up 
of all? This change reduces the 
perfectly paced frenzy of the 
original to a shambling mess. 

SBM2 confirms the maxim that “the 
original is always best”. 


PRODUCER 


A Yipe! Looks like white bomber got too close to the fire! 

programmers have included an additional colour palette, 
in case you get bored of the usual four colours. This is the 
kind of advance I expected, but not at the expense of the 
gameplay, which was, let's face it, perfect. 

There are some consolations however, the main one 
being the Super G-Bomber which comes into effect when 
someone wins the Battle Tournament. The champion will 
turn gold and be allowed to spin a roulette wheel to decide 
what power-up they can keep for the next round. This can 
be anything from extra bombs, to gloves and even kicking 
ability. 

SBM 2 is a good game if you haven't played the original, 
but close comparison reveals that 
despite some good new ideas SBM is 
/ I I still the better game, but in multi-player 
W / only. The one player game in this sequel 
* / \s far better and is a huge challenge to 

/ complete. 

I Perhaps a conversion of Bomberman 
ml 94 from the PC Engine would have been 
i / a better idea as it offers so much more 

{ . J as a sequel and keeps all our favourite 

features intact. 


RELEA SED 

OCTOBER ’94 

GAME TYPE 

ARCADE 

CART SIZE 

8MBit 

FEATURES 

PASSWORDS 


CONTROLS 


ANDY 


RATINGS 


GRAPHICS 


GAMEPLAY 


OVERALL 


to 

1 100 

aiSQ^B 

il 





















































ANDY 


Super Dropzone is 
Dropzone 2 . There. 

Easiest review I've ever * 

done. 

Okay. okay. For the benefit of 
anybody over a decade younger than 
me (that's most of the population, then 
- Ed) who might not have seen the 
original, Dropzone was a Defender- type 
shoot-’em-up set on the moons of 
Jupiter, where a bunch of rotund 
scientists were being hassled by aliens. 
As a top jet-packing spaceman, your 
job was to kill the aliens, save the 
scientists, and in all probability get the 



Archer Maclean's Super Dropzone 
(actually programmed by EuroCom) 
doesn't mess about with this brain- 
achingly complex plot and, to its 
credit, doesn't mess with the original 
gameplay either. 

The graphics and sound have been 
treated to a Nineties remix. Some new 
faces have been added to the rogues 
gallery, and Mr Spaceman now has 
access to the inevitable power-ups. but 
at heart it's the same game... only 
better! 


or,v 
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Die! Die! Die! 
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A The scientists mill about in confusion as a bomb-dropping blob passes overhead. 


V THE STORY SO FAR... 


cloak! Oh-hof 

First-time players expecting the usual console shoot- 
’em-up stuff, where everything arrives as if on rails and 
you just have to memorise their positions, are going to be 
left crying into their Pepsi Max by Super Dropzone. 

Memory won t help you here - instead, you need to 
crank your reflexes up to their fullest and get ready for 
non-stop dodging, weaving, shooting and - inevitably - 
bursting into pieces and dying. 

The inertial control system, where you have to build up 
speed to manoeuvre, takes time to use to its full potential, 
so the first few games generally see you flying inexorably 
into the nearest Planter and blowing up. 

However, like all the best control systems, a little 
practice pays out like the National Lottery. Once you've 
got the hang of the hero's thrust controls and the handy 
reverse shooting trick, the ETs will have to phone home... 
for extra bodybags! 


Arizona desert, November 2061. Strange 
things are afoot at the cunningly concealed 
secret base. 


Already in his space suit (his flatmate has 
very cheesy socks), Mr Hero sees the news 
on Ceefax. Aliens have invaded Jupiter! 


“They get everywhere, don't they?" he 
yawns as yet another Silicon Graphics intro 
sequence brings him to the surface. 


The war zone is on Jupiter. Sensibly, our 
fearless hero takes off in the opposite 
direction. “Barbados, here I come!" 














You’ve just warped IJ )\S*rCyx 
to Callisto, your jet- 
pac and suit still r ^-J Vj>' 
have the price tags C ZlD® 
on them and CTTT 

everything within a thousand light 
years wants you dead. Think you 
can handle it? Super Dropzone is 
all about speed and reactions. You 
are the suicial Sid with a penchant 
for mass destruction, and boy does 
this game give you plenty of that. 
Eurocom have done a good job of 
converting this C64 classic to the 
Super NES. Now you’ve got better 
graphics, some truly awesome 
sound (including speech), and the 
same old playability... thank 
goodness! For mindless, points- 
accumilating, shrapnel flying, brain 
exploding fun, accept no 
substitute. There’s nothing like 
having a whole race of aliens after 
your blood, and insane shoot-’em- 
up addicts will love it. 


It’s all very well I 'A. 
reminiscing about 
what a great game 
Dropzone WAS in its 
time, but is there really a 
place for something as repetitive 
and dull as this in today’s console 
market? When I fork out hard- 
earned cash for a game (which 
believe it or not I do - sometimes), I 
expect to be bowled over with 
every aspect. Okay so Super 
Dropzone plays quite well for a 
short while, but it looks absolutely 
dire, the smooth scrolling graphics 
are totally devoid of any life 
whatsoever. The sound isn’t much 
better, either. I strongly think that 
Dropzone ’s time has been and 
gone, and it is time to move on. 


PRODUCER 
PSYGNOSIS 
(051)709 5755 


C Rolex, I'd hate to see the size of the bottle of black hair dye. 

' — — *■ Gameplay changes 

come in the form of 
/ -— power-ups (rapid fire, 

£ - homing missiles, etc) 

^ and, less welcomely. 

bosses. The addition of 
bosses is my only real 

/ - complaint - do we really 

* _ need one after every 

level? I found that it 

—' — M disrupted the flow of the 

game (he said, poncily), 
and I can t help wondering if their inclusion is 
due to some suit at Sony saying “But it’s a 
console game - you have to have bosses!” 

Apart from these, the changes are cosmetic. 
There are now a variety of moons to defend, 
some new enemies (like the Dairylea Triangles 
From Hell), and Voyager-derived Jovian 
backgrounds which tend to obscure some of the 
smaller enemies if you don’t watch the scanner. 

What’s important here, however, is the game 
under the gloss. The various minor tweaks and 
tucks have made what was already a good blast 
better than ever. 

Some will whinge about it being old-fashioned, 
but... ah, to hell with them. Super Dropzone is a 
no-bull adrenaline pumper, a game to seperate 
the men from the mincers. I loved it. and if you 
like putting your hand-to-eye co-ordination to the 
test, so will you. Now. Archer, about that blast in 
your GTO... 
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A The first boss is blown to bits by a fusilade of laser fire. 
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Many years ago, AT|SKttfi25£ 

before the Super |ub»l\^ 
NES was even a 

Nintendo’s eye, a 

game called Metroid stormed onto 
the NES, starring Samus, a fully- 
armoured, combat-based bounty 
hunter. Grabbing the imagination of 
avid adventure fanatics, the game 
became an instant cult classic and 
inspired a sequel which, 
surprisingly was only released last 


year on the Game Boy. Now the Super 
NES plays host to the third instalment, 
uninspiringly titled Super Metroid - 
Metroid 3 , in a unique trilogy which has 
spanned every format Nintendo has to 
offer. 

A Metroid is basically an evil, squishy 
alien which looks more like a jellyfish 
rather than any of the hellish images of 
aliens that H R Giger might create. The 
finale of the second game saw the 
complete annihilation of the species, 
all except one baby Metroid which 
apparently believed Samus was its 
mother. With minimal maternal 
instincts at the best of times, Samus 
dumped the miniature Metroid at a 
nearby research station and slid off for 
a bit of a rest. 

This was a stupid idea really, as the 
moment any heroine decides to take it 
easy, another crisis instantly occurs - in 
this case, the research station is utterly 
trashed and the sprog is stolen by a 
winged horror. All this is covered in a 
film-like intro sequence, which gets the 
player involved and includes some fine- 
looking animated cartoons. 


A Turn all these gruesome monsters into stone to reveal the route through to the Tourian command center. 







It has to said that Super Metroid has one of the best 
thought-out and organised storylines ever! I was 
shocked to discover that the cartridge is a massive 
24Mbit, which means only one thing - an absolutely 
enormous play area. Super Metroid is going to appeal 
to anyone that is fed up with completing platform 
based adventures in a blink of the eye, because this is 
going to take some serious playing. 

One of the great gameplay aspects of Super Metroid 
is that it’s not just a straightforward blast. There are 
numerous weapons, suits and other add-ons which 
must be found by exploring the gargantuan playing 
area to the full. The map is made up of several 
different types of rooms, all of which are drawn using 
graphics which you immediately recognise as being 
alien. 

There are horizontal corridors, massive caverns, 
wrecked spaceships and annoying vertical corridors 
which take absolutely ages to ascend, but no time at 
all to get hit by an alien which sends you plummeting 
straight back down to the bottom. 

The good points of exploring, far out-weigh the bad 
ones though, and one of the thrills of playing Super 
Metroid is using a new weapon for the first time, or to 



Video game character fools editor in sex-change scandal! 


€ to 


Jr 







A On the menu for Bonehead is baby 
Metroid in a jar. 

<3 This littde chap's the eponymous Metroid. Cute, eh? 


enter a part of the map that has had you baffled and bemused for 
half a day or more. 

The designers have also shown a generous amount of humanity 
by including an in-game map which you can call up at any time. 

This basically forms a rough outline, with blue sections 
indicating places Samus hasn’t explored, and the pink parts 
mark your path. You can also find computer terminals which 
reveal more of the map to you, and this is especially useful when 
every area appears to have been explored and there’s nowhere 
else to go. 

When I first started playing Super Metroid , Samus seemed to be 
a fairly dull character, unable to perform many moves, however 
that soon changes. The first item you pick up is the morph ball 
which enables you to roll into small badger-sized holes. These tiny 
passageways tend to lead the player towards missiles which can 
wipe out most enemies in one shot, and energy tanks which 
increase the player’s energy - items which are not a necessity, but 
which certainly make life a lot easier if you can find all 14 of them. 

Some people might be put off by the fact that there is a distinct 
lack of enemies populating the miles of dank corridors, but in 
many cases this is the calm before the storm. Before long you’ll be 
begging for a quiet life as your power suit is blasted to atoms and 
constant laser fire drives you off into a deep chasm! 

Sound has been used excellently and every area you explore is 
accompanied by eerie effects; ready to burst into a rousing chorus 


Mimes 13 










138 A1 OF GAME: 


BOSS LOG 


Fire your normal 
gun into Kraid’s 
face, and when his 
mouth opens, 
pump some 
missiles in there. 
Shoot the flying 
claws to find extra 
missiles and more 
energy. Patience 
is a virtue! 


A A vision of the future , where dustbins will walk themselves to the tip and dead aliens collect those 
clocks that live in glass bell-jars. Yowza! 


of shrieks and squeals at 
I* ' the merest glimpse of an 

.£ alien. End of level 

• * j j guardians also tend to 
encourage a burst of 
music, frantic enough to 
match the on-screen 
mayhem. Never once did I 
r become irritated by the in- 
y game music, and wiring it 
up to a decent stereo 
system seals the 
atmosphere. Wonderful! 

- _ Patience, of course is 
richly rewarded, after a while 
you will soon locate one of the 
many bosses found in the 
game. Even after collecting 
numerous power-ups and 
pumping hundreds of missiles 
into them, these mutant 
atrocities come at you with such 
a fervour - it's nigh-on 
impossible to defeat them on the 
first encounter, and I guarantee the 
battle will be won with only drips of 
energy remaining (as well as your 
palms dripping with sweat!). One of 
the end of level guardians is even 
three screens high! We re talking 
fire-breathing dragons like you’ve 
never fought before! 

Super Metroid , while still being a 
great game, has obviously 
borrowed ideas from quite a lot of 
other games. The grappling hook 
found on later levels is from 
Castlevania IV , while the morph ball 
was used in Super Turrican. To its 
credit though. Super Metroid a Iso 
boasts some incredibly original 
ideas; take, for starters, the speed 
booster. This nifty piece of kit 
allows you to scream down 
corridors as a blur, totally blitzing 
anything in your path, including 


Wm 


With 24Mbits of 
pure power, Super 
Metroid is a 
monster of game! 

I’ve never played a 
game that has taken so long to get 
anywhere and it will take anyone 
absolutely ages to complete. The 
graphics are stunning, truly 
pushing the Super NES to its limits, 
and are some of the best I’ve ever 
seen What really impressed me 
though, is the complete mood of 
the game. The storyline, playable 
demo and actual adventure are all 
superbly crafted to make you feel 
as if you are actually there. 
Thunderous cacophonies of noise 
accompany the platform action, 
and l found it takes real courage 
and endurance to get anywhere 
near the end. Add to this, the 
fabulous bosses, the huge 
challenge, and the sheer quality of 
the game, and you have a recipe for 
one of the best Super NES games 
ever* 


To destroy this ugly 
mutant, fire into his 
heart with the gun 
or missiles. When 
he gets near, jump 
over him and do the 
same from the 
opposite side of the 


Keep pumping 
missiles into this 
mutant plant every 
time it opens its 
outer shell to reveal 
the weaker interior. 
Shoot the floating 
buds for extra 
power-ups. 
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solid brick walls. Only when you've seen this 
in action can you appreciate how spectacular 
it looks, and no screen shot in this review 
can possibly do it justice. 

The X-ray specs are another inspired 
addition to your arsenal. Though not actually 
capable of destroying anything, this 
Superman-like gimmick creates a stunning 
graphical effect; allowing you to scan walls, 
floors and ceilings for secret passages. 

There are other surreal additions to the 
game which must reflect upon the strange 
alien world which Samus finds herself in. At 
one point, Samus becomes trapped in a pit 
with what appears to be a giant green 
chicken sat on an egg. The chicken then runs 
off; leaving the egg nestling on the floor. 
Close examination of the egg reveals that 
nothing can be done with it, and the chicken 
promptly returns and repeats the process 
endlessly - mad! 

In another situation later in the game, 
Samus discovers three mutated rabbits 


rTvV 


> The lady herself, stripped of her armour! 






t> What would you 
do If you had five 
seconds to live? 


<] Part of Samus's daily 
duties include capturing 
escaped wigs. 


Now, if Samus was exploring this hostile alien hell hole without any 
weapons, she would get slaughtered within seconds. Luckily these 
aliens like a challenge or two and they’ve left plenty of goodies to find 




SUIT 

■> 6RAUTTY SUIT 


* MORPHING BRLL 
>BOMB 


boots 

«* SPACE JUMP 


ICE BEAM 

Freezes monsters so 
you can use them as 
platforms. 


SPAZER 

Makes any weapon 
you have three times 
as powerful. 


STANDARD GUN 

This is the weapon 
Samus climbs off the 
ship with. 


[ HOP I 


VARIA SUIT 

Allows Samus to 
withstand extremely 
hostile environments 


NORMAL SUIT 

Starting suit, fairly 
robust but not up to 


GRAVITY SUIT 

Samus can leap miles 
into the air, even from 
underwater. 


wave beam 

Makes shots spiral 
through the air and 
cover a wider area. 


MORPHING BALL 

Curl up into a ball 
and explore tiny 


hidden passageways. much really. 
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bouncing around in an 
uncontrollable state of euphoria. To this day 
I haven’t the foggiest idea why they’re so 
excited, or why the giant green chicken sits 
on the egg? What it does do is create a 
tantalisingly atmospheric feeling of 
confusion and awe which no doubt is what 
Samus must be feeling while searching the 
inhospitable lump of rock, it also gives 
Super Metroid a touch humour, a dimension 
which is very welcome considering the vast 
majority of the game is very moody. 

Sharp-eyed readers will have noticed 
earlier on, Samus was referred to as a 
female, well this wasn’t a mistake. Yes, this 
walking, talking missile rack is a woman; 
decked out in an outfit which looks as 
though it has been made to order from 
NASA. 


<j After years of 
scientific research , 


perfected the 
intelligent blue 


These two lifts will lead Samus to 
another area called Crateria, which 
is the name given to the surface. 


If you ever find yourself down in this 
area, watch out for green chickens! 
Also, try running fast. 


These blue areas here have yet to be 
explored. There’s nothing there 
though, so don't bother! 


V Looks like Samus is on her way to another all-important power-up. 




office and all your worries will be soothed owoy. 

















Super Metroid 1 ^ 

has got to be one \ jVT/tY y v 
of the most yl 1 V 

gripping pieces 
of software ever 

programmed. By gripping I mean 
that once you start playing, you’re 
encapsulated in a completely 
different world, and this world sure 
ain’t a pretty one! To say Super 
Metroid was atmospheric would 
sell the game considerably short. 
The sound track sounds as though 
it’s lifted from Ridley Scott’s Alien , 
the graphics, although not ground- 
breakingly new, offer fantastic 
scenarios and absolutely stunning 
guardians (the multi-screen dragon 
being my firm favourite!). What 
really sets Super Metroid aside 
from its inferior competition is the 
immense scope for exploration 
which is aided by a vast complex of 
tunnels, caverns and hidden 
passages. A stunningly innovative 
piece of software and well worthy 
of the Gamer Gold award! 


The battery back-up save game 
option has been incorporated into the 
game brilliantly. Every now and then 
you will come across a small chamber, 
which if you step into it, will give you 
the chance to store your position. It is 
also worth mentioning that there is a 
time recorded at each save point,and 
this can be used to prove that you 
completed the game in record-beating 
times. Nintendo have also announced 
that if you complete the game in a very 
quick time, the game over sequence 
completely changes. This is going to 
take some serious dedication and a 
new pair of thumbs! 

Super Metroid also includes a 72- 
page instruction manual, giving the 
player a complete run-down of the first 
section of the game, with numerous 
hints and tips to help the player further 
on. It’s good to see Nintendo thinking 
of the consumer and doing something 
to try and justify their prices, 
thankfully I can safely say this 
package offers value for money. 

Not since the release of Zelda III - A 
Link to the Past have I been so utterly 
involved and engrossed in a game. 
Super Metroid is jam packed full of 
enthralling gameplay, subtle puzzles, 
enormous monsters and striking alien 
landscapes. If you want to shut 
yourself away from the real world, then 
this is for you. Super Metroid will grab 
you, absorb you, and not let you go for 
a very long time. Quite simply, it’s one 
of the best Super NES games ever! 
Stop reading this review and BUY IT! 


P RODUCE R 

NINTENDO 

(0703) 651010 


£49.99 

RELE ASED 
JULY ’94 
GAME TYPE 
PLATFORM ADVENTURE 

CAR T SIZE 
24MBit! 
FEATURES 


The entire play area of Super Metroid is made up of 
about seven different sections, and this is just one of 
them! One of the good things about the game is that 
whenever you pause it, the map appears on-screen, 
so theoretically you should never find yourself lost. If 
you look closely you will see several dots, these show 
where an item is hidden. An ‘S’ represents a save 
point, and the blue areas mean that you haven’t 
explored there yet. Always look out for secrets 
sections, because the map doesn’t reveal all! 


BATTERY SAVE 


CONTROLS 


This huge red cross shows the 
location of an ex-boss; there’s not 
much there now though, only guts! 


V Ere! Who's nicked me bleedin' Metroid? 
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> Those areen wurflegums 
on the left are about to set 
off a huge chain reaction... 

V Yes! Yes! Yes! In 
your face, sucker! 


I have a terrible i 

confession to make. I V / 

own a Mega Drive as 
well as various Nintendo 
machines... and the only new 
game I’ve bought in the last year was 
for the spawn of Sega. The game? Dr 
Robotnik’s Mean Bean Machine , a fast 
and frighteningly playable Tetris- 
esque action puzzler. Now, Super NES 
owners can experience the same 
insanity - Super Puyo Puyo is here! 

Super what? I don't have a clue 
what a Puyo is - presumably they're 
the coloured blobs, which I’ll call 
wurflegums for in-joke reasons, that 
the game revolves around. 

Said wurflegums drop in pairs from 
the top of the screen and can be 
rotated as they fall, in order to guide 
them into the best positions at the 
bottom. Once four or more 
wurflegums of the same colour are 
touching, they disappear, and any 
’gums above them drop down. 

The twist over Tetris is that once 
you free gums from your screen, dead 
ones drop onto your opponent's stack, 
where they can only be removed by 
creating a group of four next to them. 
Of course, the other player, whether 
human or computer, is doing the same 
to you, and the first player to have 
their stack reach the top of the screen 
suffers a humiliating defeat... 

V "Hi! My parents moved to Japan from Sellafield! 


Blob’s your uncle! 


Dubious of Andy’s I) ) 
over-enthusiastic 
ravings for this C 
game, I had to sit C ^ 
and play Super 

Puyo Puyo for quite a time to get 
the joke. Now, I’m a certifiable 
addict -1 just can’t get enough! 
Lining up the slurpable, malleable 
jelly tots is superb fun and easily 
as addictive as Tetris. The cute Jap 
voices only serve to spur you on, if 
only to wipe the smile off the one¬ 
footed baby! Easy to get into and 
impossible (well, very hard anyway) 
to leave, Super Puyo Puyo is a 
prize catch for any companies 
looking for a game to convert. One 
of the best puzzle games ever, and 
a firm Super Gamer fave! 


t> aii 

dead. Aw! pW M 

Sounds simple? It is; after about three seconds you 
should have got the hang of the controls. The meat of the 
game is in the tactics - do you concentrate on keeping 
your screen clear by creating groups as they occur, or 
construct intricate wurflegum sequences in the hope of 
starting a devastating chain reaction? It’s the striking of a 
balance that makes this game so incredibly playable, 
especially in two player mode. Crushing your friends’ 
egos has never been such fun. 

Super Puyo Puyo is right up there with Mario Kart , Turbo 
and Bomberman for two player action, and it’s very nearly 
as good for a single player. This is the first import game to 
get the Gamer Gold, and it thoroughly deserves it! Let’s 
hope it gets an official release soon. Wario's Mean 
Wurflegum Machine , anybody? 
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CONTROLS 
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When quizzed as to l ( 

what the third and V Y i 

final (??) instalment of A . ) ' 

Lucas’ epic space opera ^ w|g;>x 
would be like when released 
in November, the pony-tailed JVC 
executive flashed us a coy smile and 
said “It will be like nothing you’ve 
seen before.” He was half right! 

Super Return of the Jedi is 
basically a regurgitation of the 
previous two Star Wars games, with 
very little innovative features to 
warrant the hype. The gameplay is 
once again a mix of challenging 
platform levels entwined with flash 
Mode 7 sequences. But how much 
mileage can JVC get from this simple 
formula? I already know for a fact that 
Indiana Jones’ Greatest Adventures 
is written by the same guy, but will 
that be any different? 

The game opens on the planet of 
Tatooine, with a Mode 7 land speeder 
race to the palace of the vile 
gangster, Jabba the Hutt (who has 
Han Solo imprisoned in carbonite). 

Once you’ve jumped gaps, 
avoided rocks and 

generally been treated WKSKSt 

what is basically the 

same section from the W r v 

first game, it s back into 

platform territory where 

Luke, Chewie, or Leia 

must climb the 

mountains in order to 

reach the palace gates. 

As in all three games. 
the attention to detail is 
stunning and the 
graphics superb - 
witness the heat waves 
rising from the morning 
sands, as well as the 
intricately planned rock 


A Jabba's throne room is filled with the oddest clientele in the galaxy. 


V K only Luke had his Liaht Sabre 
to kill the Rancor in the film! 


_ SUPER! 
















SPEEDER SCORE SCOUTSmx 
.5 xos 0025850 08 W09 


<3 The Endor speeder bike chase looks more 
impressive here than it does in motion. 

corridors, with intergalactic scuzz- 
balis giving chase, armed with 
flame-throwers, whips, and huge 
lasers. 

All the characters are there: 
Squid Face, Klaatu, Ree-Yees, Bib 
Fortuna (remember buying the 
figures!), and even Jabba’s 
cackling pet, Salacious Crumb, 
who titters all the way through the 
levels. 

It has to be said though that 
your first encounter with Jabba is 
a major disappointment. In the 
film, his presence is overwhelming 
- a huge sweating mound of prime 
blubber with all the manners of a 


The Force is strong with this one! 


traps and vast array of Tatooine 
lifeforms that attack you. I have no 
complaints with the way Jedi looks, 
but it has to be said that some levels 
really shine, whereas others are 
dowdy. 

One thing you can’t fault in Jedi are 
the size of the levels - they’re huge, 
gigantic in fact! To fully explore every 
inch would take anyone weeks. 
However I found that initially, 
exploration goes straight out of the 
window in favour of just getting to the 
next level and checking its authenticity 
with the film. 

You may be impressed, you may not. 
Initially I was, because everything was 
there and seemed to be in place. Take 
Jabba’s palace for instance. You begin 
by dashing through goon-infested 


Oddly enough, the 
weakest film in the 
Star Wars trilogy is 
actually the strongest of 
the three games. The faults 
of the first two games have been 
corrected (Super Star Wars' 
repetitive levels, Empire's 
infuriating difficulty) and what you 
get is a rousing and enjoyable end 
to the series. The main problem 
with Jedi is that it still plays the 
same way as its predecessors, so 
if you’ve got either of the two 
previous games this will hold few 
surprises. The speeder bike 
section is a bit of a tacky 
afterthought, too! However, this is 
compensated for by plenty of 
variety (no more endless Tatooine 
and Hoth levels!), and an excellent 
Mode 7 final attack on the Death 
Star which had me swaying in my 
chair and sweating profusely! If 
you don’t have either of the 
prequels, Jedi is a fun game that’s 
worth a look. 



MfffillB H 























A *Now that's strange. I could have sworn I saw an AT-AT pass through here earlier." 


scouse skinhead. In the game he is just a 
porky sprite in the dim background. 

But it is laughable when you finally face 
him, because although the large sprite is 
good, he becomes highly agile and spits 
frogs at you whilst attacking on a hovering 
throne - totally unrealistic and a blatent 
liberty with the plot of the film. I’ve heard of 
artistic licence, but surely Leia was the one 
who killed Jabba? 

Liberties are also taken with the Rancor pit. 
Instead of a simple pit, it’s another maze 
section leading to a simple boss. Why 
couldn’t they incorporate a strategic method 
of play were you must lure the huge beast 
under a metal gate to kill it, just like in the 
film? 

It’s only when you reach the forest moon of 
Endor that things begin to get really 
interesting. The new scenario is kick-started 
with a frantic speeder bike chase which looks 
as though it was hurriedly inserted at the last 
minute - and probably was! 

This is the weakest section of the game; 
resembling 3-D Deathchase on the Spectrum 


48k, only without realistic 3-D. You simply 
hurtle down a corridor which has been 
decorated with a wallpaper known as 'blurred 
tree’, and occasionally a mighty redwood or 
window box gets in your way. 

The speeder bikes were an integral part of 
the film and one of the most thrilling 
sequences in the whole series. But instead of 
writing that bit first, thus setting the tone for 
the whole game, it was tacked on, badly. 

Thankfully, the Ewok village that follows is 
everything it’s cracked up to be. You must 
guide Wicket around his habitat, armed only 
with a bow and arrow with which to bump-off 
the various woodland creatures and Empire 
scouts that scurry around the tree-top huts. 

This section works well because not only 
are you controlling a totally different sprite 
that moves like none of the other characters, 
but the whole scene is so like the actual film 
graphics that you can almost smell the trees! 

I also liked the fact that the arrows can be 
used to climb up the trees, because this 
differs from the usual jumping and shooting 
action. 


Jim for me! Jim for 
me! I couldn’t bring 
myself to play this for 
that long, due to the fact 
that it’s pretty much the 
same as the first two Star Wars 
games. I’m afraid any platform 
game is going to find it very hard to 
equal the standards set by 
Earthworm Jim as far as I’m 
concerned, as I believe it has just 
redefined the platform genre. Jedi 
is packed full of action, like the 
section where you escape the 
Death Star in the Falcon, which is 
stunning, but the rest is very 
samey. I can’t fault the sound and 
visuals which blossom forth with 
the character and atmosphere of 
the film perfectly, but there doesn’t 
seem to be enough variety in 
gameplay to keep me happy. When 
a game like Earthworm Jim is better 
and cheaper than this, I know 
where I will spend my money, and I 
urge you to do the same! 





Armed with his home¬ 
made Light Sabre. Luke 
is now a fully-fledged 
Jedi master. 


Han is imprisoned in 
carbon during the first 
few sections. But with his 
bombs he is unstoppable! 


With a powered-up gun. 

and his immense 
strength. Chewie is the 
best character to use. 


Leia is a bit of a pansy 
when it comes to a hard 
fight, but we liked her 
grunts and palace attire! 


He may be small, he may 
be furry, he may even have 
a daft name but this dude 
sure is wicked with a bow! 


WICKET 
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PASSWORD SYSTEM 


CONTROLS 




HEART PILL SWORD 


The rest of the game is pretty close to the film, with the 
space battles and Luke’s fight with Darth Vader and the 
Emperor left intact (all preceded by a lengthy platform 
section of course). 

Special mention must be made of the final battle. It really 
is well done, with the evil Emperor blasting away the very 
floor beneath your feet as you try to hit him with your Light 
Sabre. I was left sweating and drained after defeating him, 
but the best was yet to come. 

Without doubt it is the climatic Mode 7 Millenium Falcon 
sequence that totally steals the show. You (playing Lando 
Calrissian) must guide the spaceship through the 

constantly spinning tunnels of the partially 
completed Death Star in order to destroy the 
central reactor. Then you must blast back out of 
there, whilst being pursued by a torrent of 
flames. One mistake and you’re fondue! Forget 
the trench scene in Super Star Wars because 
nothing can prepare you for this! 

Presentation-wise, the soundtrack is now 
completely perfect in every detail, and the intro 
sequence is totally awesome. I was however 
surprised to see that the password system is 
still present. Okay, so Empire relied on it, but 
Jedi is straightforward enough to complete 
without additional help, and you certainly won’t 
become bored of playing the early 
levels again because you always 
discover something new each 
time. It would have been much 
better to add a couple of continues 
and get rid of the passwords 
altogether. 

In answer to my earlier 
question about Jedfs 
mileage. I’ve played it 
through from beginning to 
end, and fans of the other 
two games won’t be 
disappointed. 

The main fault with Empire 
was that it was just too hard 
to be truly playable, and 
thankfully this problem has 
been rectified with Jedi. 

What you’ve basically got 
here is a top class piece of 
software that is a fabulously 
playable game in its own 
right. But when you compare 
it to the others in the Star 
Wars series, you realise that 
things haven’t progressed 
quite as far as they should 
have in the last 18 months. ^ 


FORCE POWER R2-D2 


II you're playing as 
Luke, this will top- 
up your Force 
power meter. 


Pick-up R2 unit at 
all costs as it acts 
as a restart point 
for when you die. 


TALISMAN 

Collect 100 of 
these icons to be 
awarded an extra 
life. 


A / don't remember this bit in the film. part 
237: Luke's battle with the Space Shuttle! 

V Luke prepares for his areatest 
challenge: the evil Emperor himself! 


FRL CON 
xOB 


SCORE TIES* • • 
OOOS1SO * SHIEL OS 


BLASTER BOMBS DETONATOR 


Collect this gun Only Han can These can be used 
icon to power-up collect these. Lob to clear the screen 
your blaster. You them at enemies to of enemies. They 
need four in total, kill them quickly. don't last long. 


These big hearts This dodgy-looking The Light Sabre 
will restore a hefty tablet makes the icon will increase 
chunk of your players run at warp the size of your 
energy bar. speed. energy bar. 
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“Hyyyyyaaa, ha- 
dou-ken, spinning 
bird kick, flaming 
dragon punch, yoga 
fire!” and other 
assorted phrases - can you believe 
they’ve rolled out ANOTHER Street 
Fighter II game? Incredible, just how 
much money can they make out of this 
one concept? 

Well, if you’re reading this review 
then you must a) not have any Street 
Fighter games and desperately want 
one, or b) already own SFII and Turbo 
but are just mad about Ryu and Chun* 
Li. I’m happy to say that despite being 
almost identical to Turbo (apart from 
the four new characters), Super Street 
Fighter II is the greatest beat-’em-up 


< Ryu faces Sagat for the old 
grudge match. 


A Chun-Li gets cheeky with Dee Jay,, what Mass she has! 


ever to grace this earth. Now, 
hopefully Capcom will give the 
game a Viking funeral and scatter 
its ashes to the four winds. The 
next game I want to see from them 
must have a three in the title. 

So, just what exactly do you get 
for another £100 (on import)? Well 
for a start there are a couple of 
additional game modes. Apart from 
the standard single player and 































































This move can 
inflict multiple 
hits if timed 
right. 

D 2 SECS, U 
& PUNCH 
MACHINE FIST 

A powerful 
kick than can 
inflict two fatal 
blows. 

2 SECS & 
KICK 

DOUBLE DREAD KICK 


MY 

Her past is shrouded 
in mystery, her 
memory is a 
complete blank, and 
apart from being well 
’ard, this English lass 
probably hasn't got 
the faintest idea what 
she’s doing in the 
tournament. Her 
victory will fill in the 
missing link in her 
secret background. 


A bit like a 
Sonic Boom, 
only much 
bigger. 

2 SECS & 

PUNCH 

MAX OUT 

Dee will grat) 
his foes with 
his legs and 
flip them over. 

T&R 


An awesome 
ground attack 
that is hard to 
block. 

D, DT, T 
& KICK 


SPIRAL ARROW 


Few people 
bother evading 
this, know 
what I mean! 

T&R 


LEG TOSS 


THROW 


ONG 

No prizes for 
guessing who this 
martial arts wizard 
bears the 

characteristics of! A 
native of Hong Kong, 
Fei Long has 
perfected several 
styles of Shaolin 
Kung Fu and turned 
his back on making 
movies to enter the 
tournament. Beware! 


The Jamaican 
kickboxer prefers the 
rythmn of 
instruments to 
fighting, but there are 
no rules to say that 
you can’t incorporate 
both into the 
tournament. Dee Jay 
is a cool character 
with a wide range of 
powerful and 
effective moves. 

_ 


A move 
guaranteed to 
knock the wind 
out of their sails. 

T&L 


JUGULAR JAB 

Like a Dragon 
Punch except 
you use your 
shoulder. 

T, D, DT & 
PUNCH 

THUHDERSTRIKE 


An awesome 
flaming move 
that can stop 
any attack. 

A, D, DA 
& KICK 
DRAGON KICK 


Shadowlaw, Bison’s 
crime syndicate, 
stole most of the 
native American 
Indian’s homeland 
and they were 
consequently moved 
to Mexico. Using his 
wrestling techniques, 
Thunder Hawk plans 
to destroy Bison in 
the tournament and 
regain his turf. 


Like Dhalsim's 
Spear, only 
twice as 
powerful. 

U & ALL 3 
PUNCHES 

CONDOR DIVE 


A devastating 
throw that will 
cause major 
damage. 

T&L 


HAIR THROW 


T&R 

THROW 


The titan can 
swing his foe 
round and bury 
them in the dirt. 


360 9 & 


PUNCH 
STORM HAMMER 


| An awesome 
I vertical kick. 

not enough 
| hits though. 

mtm T > T ’ u T 

■■I & KICK 
CANNON DRILL 


' A good combo 

r *l move, 

“ ,, ;I although it is 
I easy to block. 

A, AD, T 
IkfiHI & PUNCH 

cdiuuiuis tfunrmc 


A quick jab, 
use three 
times quickly 
for full effect. 


REKKA 


D, DT, T 
& PUNCH 

KEN 


This standard 
throw is 
always good 
for some harm. 


4-Z0FfiMfl 149 





























































KEITH 


Once again Street 
Fighter has arrived 
with its flash cos¬ 
metic alterations. 

Surely these yearly 
facelifts don’t justify asking the 
consumer for another 100 
smackers. This is the third version 
now and Capcom haven’t added 
anything that really stands out - 
I’m talking about secret locations, 
characters or anything that gives 
the player something to look out 
for, rather than just belting their 
way through all the characters, new 
and old; eventually you become 
bored because all the new moves 
have been found and perfected. 
Those gripes aside, SSFII is 
marginally better than Turbo , 
therefore I have to say that it is the 
definitive beat-’em-up on the Super 
NES at the moment. My final 
comment is dedicated to Ryan, who 
after days of solid practice has 
perfected the art of being KO’d in 
record time! Good fight! 


Wo M¥om 




head-to-head versus modes, there is a Group 
Battle and Tournament. 

The Group Battle was included in the Mega 
Drive version of SFII and allows you to choose 
several fighters and face them off against your 
friend’s selection, kind of like a mini tournament. 
This can be played to score the most wins, or 
with an elimination factor where the winner 
stays on. 

The Tournament mode is a scaled down 
feature of the coin-op in which up to eight 
players can compete to become the ultimate 
champ. However, a loss doesn't automatically 
put you out of the running for glory because 
you get to fight other losers to determine your 
overall rank. 

Once again, the graphics have been given a 
minor facelift and are still some of the finest 
seen on the Super NES. As well as subtle 
changes in the characters themselves (E Honda 
is now even more gross!), the backgrounds 
have also been tweaked and re-coloured. For example, the tug boat in 
Ken’s stage has been replaced by a spanking new yacht, while Chun- 
Li’s and Sagat’s home grounds are now tinted by a picturesque 
sunset. This is in addition to the four totally new countries that are 
home to the new challengers. 

Each of the existing 12 fighters have had their strength and agility 
beefed up, and their visual appearance also reflects the change as this 
lot now look more rugged than ever. 

Like Turbo , new animations, standard attack moves and specials 
have been added to keep up the interest in the Street Fighter II 
dynasty. For example, Ken’s fierce Dragon Punch now causes the 
unfortunate victim on the receiving end to become engulfed in flames, 
and whereas in Turbo this move could inflict three hits, it can now 
produce five - yes FIVE crushing blows! 

Other notable improvements include Chun-Li’s vertical kick, 

Blanka’s beast leap, and Zangief’s jaw-dropping Siberian Suplex. 
Learning the new tricks of each character is one of the main 

attractions of SSFII. In my case, a whole day was dedicated 
to perfecting each new move and stringing together new and 
exciting combos in preparation for the real battle with my 
arch nemesis (ie Keith!). 

But what of the new challengers? How do Cammy, Dee Jay, 
Fei Long and T Hawk compare to the old favourites? Well it’s 
a tough choice to decide which is the most popular in the 
office, as everyone initially went with the new lass in the 
tight camouflage bikini (admittedly though, this was only to 
compare hers and Chun-Li’s bottoms!). 

Cammy’s moves prove effective at any range, but her lack 
of strength is ultimately her downfall. Fei Long and Dee Jay 
are certainly hot contenders, with ultra-fast special attacks 
which can be easily incorporated into unstoppable combos. 

T Hawk on the other hand is crap! 
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beaten Ken. Keith 


A Almost beyond belief, someone's 


must have been controlling him! 


Even the earth-shattering sound is 
improved, with bucket-loads of 
additional sampled speech, reworked 
renditions of the original themes and 
totally excellent new effects to 
accompany the hard-hitting blows. 
Sadly though, Guile now seems to have 


UfUM 


152 




COLOURS, 
SO MANY 
COLOURS! 


V The (almostI all-new Game Over screen. 


The new super moves such as Cammy’s Spiral 
Arrow, T Hawk’s Storm Hammer and Fei long’s Rising 
Dragon Kick are excellent, and add scope to the game, 
but this is at the expense of ‘greyer’ characters such 
as Zangief, Dhalsim and Balrog, who essentially 
remain unchanged. 

Also, Ken has now become all-powerful with his 
Flaming Dragon Punch and so many times when I was 
in the one player mode, I could thrash everyone else 
with consummate ease, then lose all my lives trying to 
defeat the American. This is brilliant if you are playing 
as Ken, but when he is endlessly performing only 
Dragon Punches it is very frustrating. It would also have 
been better if the bosses had been improved as well. 
Sagat definitely needs a multiple hit Tiger Uppercut if he 
wants to beat some of the better characters. 

I could go on and on about what this game contains, 
but to give you a clearer picture, just go down the 
nearest arcade and have a blast on the SSFII coin-op 
as there is hardly any real difference between the two 
at all! 


REVIEW 


HOLIDAYS IN HELL 


% m . vhkl . m .. 

£ Looking for somewhere quiet to go this summer? Then 
avoid these places, unless you want to get your head 
kicked in by a load of multi-coloured maniacs. 


J I * 

«: _ 

ENGLAND 


JAMAICA 


FIGHTER: CAMMY 

Doesn’t look much the England we 
all know and love, but that's the 
Japanese for you. 




HONG KONG 


FIGHTER: FEI LONG 

Fei's karate academy is the place to 
be if you're into zappy techno music 
and dancing statues. 




FIGHTER: DEE JAY 

Chill out on the beach with live 
music and a bar full of Red Stripe. 
But where's the Lilt Man? 




FIGHTER: T. HAWK 

The big Indian has a nice sideline 
going in sombreros and horrid 
straw donkeys for the tourists. 
















































STRONG PUNCH 


STREET FIGHTER IITURBO I SUPER STREfiT FIGHTER II 


STREET FIGHTING THROUGH THE AGES 


V The bonus sections offer absolutely nothing new over Turbo, unfortunately. 

SF 


Turbo was one of 
my all-time 
favourite Super 
NES games and so 
I was eagerly 
awaiting Super Street Fighter II with 
its new characters and special 
moves. Cammy, T Hawk, Fei Long 
and Dee Jay are all colourful and 
well drawn, but only Fei Long is 
any real challenge and has some 
excellent combos. The graphics are 
all superb and I liked the new 
character colours if you hold down 
the button for more than two 
seconds. However, is it just me or 
do the new challengers look as if 
they were drawn in a completely 
different style to the rest of the 
combatants? Luckily, SSFII is still 
the best beat-’em-up on the market 
and nothing can diminish its 
perfect playability; however, I was 
disappointed by the wimpy Guile 
sound effects. Still a great game, 
but nothing new, and not as exotic 
as Mortal Kombat II. 


the voice of Pee Wee Herman and this ruins his tough 
image. 

After playing this for a couple of hours, Turbo no longer 
had any kind of purpose and was promptly banished to cart 
hell forever. Okay, so Turbo was an excellent game in its 
time (not too long ago actually!), but once you get a taste 
for something new, the old just doesn’t fit the bill anymore, 
hence the burning question, why buy this game? Why line 
Capcom’s pockets for a third time with a game that was 
perfectly adequate in the first place? 

Although SSFII had me completely hooked 
for days, what this all boils down to is when 
you’ve played one you’ve played them all, 
and it wasn’t long before I’d seen all there 
was to see and fallen back on the two player 
mode to sustain my interest. 

The one player mode is especially lame this 
third time round, mainly because you’re just 
fighting the same old bosses, trashing the 
same old bonus stages (yawn!) and ultimately 
just viewing slightly redrawn variations of the 
endings you’ve seen a thousand times before. 

At least Mortal Kombat II has hidden 
fighters and plenty of finishing moves to find, 
an aspect which Capcom were barmy to 
overlook, especially has SSFII: Turbo has all 


PRODUCER 

CAPCOM 

SUPPLIED BY: VIDEO GAMES CENTTRE 
( 0202)527314 

PRICE 

£99! 

RELEA SED 
JAP IMPORT 
GAME TYPE 
BEAT-’EM-UP 
CART SIZE 
32MBit 
FEATU RES 

NONE 


CONTROLS 


STRONG KICK 


MEDIUM 


WEAK KICK 


PUNCH 


B MEDIUM KICK 


RATINGS 

-1 

GRAPHICS 

m 


of this, and they could have quite 
easily have converted that instead. 

A first class conversion of a 
somewhat dated game. Trade in 
Turbo , get kicking and sleep easy 
with the thought that you’ll never 
see another SSFII conversion on 
the Super NES. A fine game, but 
nothing new and only worthy of 
your cash if you don’t own the 
others. c 4 


GAMEPLAY 

94 

LONGEVITY 

OVERALL 

94 
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DAMAN 


What a great game. M ) 

I came to Syndicate 
expecting I d need C 
a Nuclear Physics C 
Degree to get past 
the title screen, but it is incredibly 
easy to get into and once you’ve 
gone through the rigmarole of 
equipping your dim looking basin- 
head cybrogs, the game explodes 
into a bullet-ridden psycho frenzy, 
with innocent corpses and 
thousands of spent bullet casings 
littering the sidewalks. I like the 
way you can invest in weapons and 
then get Uzis, Gauss guns and 
rocket launchers for even more 
violence. The missions are varied 
and fun to complete, but the SGI 
scenes are terribly blocky, and it is 
still hard to manouevre inside the 
buildings. Syndicate is a must for 
all cyberpunks with attitude. 
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KEITH 


Imagine a world 
with more 
assassins than 
civilians. A world 
where if you go 
down to the shops, you're more 
likely to come back in a body bag 
than a bus. A world where violent 
syndicates control everything from 
taxes to train fares. 

In this isometric. Blade Runner - 
esque (© cliche corp) vision of the 
future this is exactly what Earth will 
become, a merciless free-for-all 
between rival syndicates for 
ultimate control of the entire world. 
And Bullfrog have kindly invited 
you along for the ride! 

You begin the game with nothing. 
It's up to you to go out and prove 
that your syndicate means 
business. In one player mode you 
take control of up to four badly 
defined, blocky, trench-coated 
mercenaries, but there is also a two 
player option to control a couple of 
men each. This is a unique feature 
which was not present in the 
acclaimed Amiga and PC versions. 














































Syndicate is one of l 
those games that V jSTVl/ ( 
you absolutely yi 

loathe and detest at 
first, but once you 
spend time mastering the 
mechanics behind it, it slowly 
materialises into a gripping and 
very enjoyable experience. Okay 
so the graphics are naff, but some 
of the best games have been utter 
pap to look at. This cart is so deep 
that you have to sink a well to find 
everything. To say Syndicate is 
atmospheric would be an 
understatement. Not since 
Shadowrun have I been so 
captivated by a piece of plastic 
and a few chips. Buy this, take a 
couple of weeks out of life and 
enjoy! 


4 That rocket launcher works, now what did I do with my marshmallows? 

increase intelligence, and eyes that improve shot 
accuracy. 

Research costs money though, so it’s important to raise 
the taxes to keep the money rolling in, but without 
upsetting the civilians so much that rival syndicates edge 
onto your territory with promises of a better life. 

The cyborgs themselves can be male or female, and in 


order to ensure they operate with the maximum efficiency 
in hostile situations, they can be pumped full of three 
different kinds of stimulants that enhance intelligence, 
perception and adrenaline. The only problem with doing 
this is that eventually they become so drug dependant, it's 
not uncommon for a group member to completely lose his 
marbles and run around shooting indiscriminately into 
groups of innocent bystanders, leaving a heap of twisted 
bodies strewn all over the pavement. 


Future Earth is this where you'd hang your 


The world[ if the maps all white then you're doing fine! 


Syndicate is escapism at its best. U does 
take ages to get into (as with any good 
strategy game), but once you’re hooked, you 
will never want to leave. Frankly, the 
graphics aren’t up to much, and areTiothing 
compared to the other versions, but luckily 
the core gameplay is identical. 

Bullfrog have left nothing out of this 
version (except all the blood and the wicked 
flame-thrower - damn it!) and if you’ve seen 
the Amiga game then you’ll instantly love 
this (especTaTTy wlthouf aff that disk access!). 

The ultimate mix of strategy and futuristic 
shoot-em-up on the Super NES. Sheer 


Anything that is shot will occasionally leave new weapons , like this Uzi! 


brilliance 



Wil 
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A-Z OF GAMES 


SUPER NES 


A dated and swnpksBc shoot- em-up with Just five 
levels provtdng minimal chaReoge 

ACTHA1SER 

A brilliant mix ot a strategic gods game end a great 
looking platforming slash-'em-up 

AC1RAISER2 

No strategy this time, )uet pure arcade action with 
jjreirtgraphics Learning to fly is a nMe fiddly 

Overall 88% 

ADO AMS FAMILY, THE 

A huge platformer in the cutesy Super Mano Work! 
mould with loads ol levels to explore and master. 
OveraB 84% 

ADVENTURES OF BATMAN & ROBIN, TNI 

Highly atmospheric and tarthfui adaptation of the 
Animated Senes cartoons wfecti explore Batman's 
darker side, rather than the camp Adam West 
version Terrific graphics and a colourful hoe* ot 
super viHains A must for bat-freaks 
Overall 85% 


A beautifully presented 12MM cart with great 
graphics and sonlcs. However, there’s not much 
qameptay variety and a password save makes It a 
bit easy 
Overall 68% 

ALFRED CHICKEN 

A cute and very playable platformer with lots of 
challenge, but not much originality. 

Overall 89% 


Al the mcwWi stunning atmosphere, eAto a 
Overall 02% GAMIER GOLD! 


This game looks abaohitaty fantastic and sounds 
pretty good too tfs good for one player, but in two- 
player the novel cfsptoy is a pain 
Overal 78% 

AMERICAN GUUHATDRS 

Whatever you think ot the game show, it dWn’t 
deserve this <*re lot of sub-games No homy pics 
of Jet either! 

Overall 35% 

AMERICAN TAIL FIEVE1 60ES WEST 

Standard fare for a platform game - great cartoon 

graphics, simple gameplay and repetitive beyond 

Overal 74% 


y adequate tennis aim with decent enough 
scs. but not as much ptayabiMy as Smash or 
r <r Tennis. The practice mode i$ good, though 

Overall 62% 


Highly addictive with plenty of puzzles to solve 
although it's no Zelda for longevity, being more ot a 
very dever. but sti« limited platformer AKA Out Of 
This World 
Overall 81% 

ART OF FIGHTING 

Another Takara effort to beat Street Fighter - 
guess what 7 It (ails' Tediously slow arenabon and 
uninteresting moves make this one to avoid when 
there are so many that are better 
Overai 68% 


A sunpksbc platformer, but the sprites at least 
perfectly capture the took ot the comic strip 
Overall 79% 

ASTRO 80' GO' 

Remember F Zenfl Remember how good N was 7 
Now imagine the same game with its good Mts 
taken out and a stupid new perspective bolted on 
and you've got Astro Go.' Go' 

Overall 55% 


An 


aoroMng 
Mode 7 1 


u n beCwb U imo toe eoreei 


Bart is plunged Into a nightmare wherein he must 
recover his school from eight sub-games It 
looks as good as the cartoon, but satfy playability 
is imtattngly tough and not as imagaiative as the 

K 


■ATTLECLASH 

SUPERSCOPE only 

A 50s B-movie a turned into a mce looking H 
shallow shoot- em-up 
Overall 57% 

BATTLETOABS 4 DOUBLE DRAGON 

ttfy convenHor of the NES game which teams up 
the two \Jittng forces In one game which plays just 
like all the other BatHetoarts games Exaggerated 
moves are tun, but It Ml gets so bonng . 

Overall 68% 

BATTLETOADS M BATTUMANtACS 

No fewer than seven games are packed Into this 
carl The first few are brteiart. but later levels are 
too sampksSc to justify toe mega-hard Afflcuity level. 
Overall 82% 

BEAUTY A THE BEAST 

g of a game, wtth none of toe 
fair m graphics or animation and a 

cenirai awacter (the beast) with as much 
charisma as Nicky Campbell. A low point for Virgwr 
Overall 60% 

BEST OF TNI BEST 

A huge number of moves, a big championship and 
a good practise mode make toils a serious Karate 


This puts you in charge of an atrfine, buying 
aircraft, routes, hotels, advertising, and even 
choosing whether to skimp on repairs! 

Overai 81% 

ABM TNI ACRO-BAT 

One of the most imaginative and vaned platformers 
about but not enough m-game action to sustain 


Stick fast shooB-’em-up m the okJ laslwoned sense, 
plenty of bullets expk>s*ooa and cries of *what kfled 
mer. Also featunng a 2-Unlimited soundtrack 
which could be a plus or a minus 
Overall 84% 


le scrosing backgrounds and poor gameplay 
e unhappiness 
Overal 31% 


This WWI sim utilises Mode 7 tor some good flying 
sequences, particularly doo-«^iting Unfortunately 
gameplay is lacking with a frustrating control 

8331 67% 


An extremely funny Mm becomes an extremely 
irritating platform game, 

Overall 71% 


The eponymous star is a bug-like critter whose 
head can sprout rotorblades to fly around 
Overal 60% 


Great graphics, but the scrolling beet- em-up action 
Is repetitive and unimaginative. 

Overall 57% 

ALL AMERICAN FOOTBALL 

Competent gridiron simulation with plenty of plays 
and options, but not as comprehensive or 
graphtcaiy pleasing as John Maddens 


the blood, missing tram Riddick Bowe. with 
s boxers and plenty of realistic effects tike the 
in bikinis and toe training feature 
84% 


Surprisingly playable puzzle game - you love N or 
vomit over it Move furry bramies over to their 
respective squares to complete each of the 100 
levels. It doesn't look like fun. but it is after a 
while. 

OveraB 80% 

BREATH OF FIRE 

Massively complex RPG In toe Zelda mould, with 
great graphics, but an even better storyline, which 
even had the Suite Gamer team gasping at its 
twisty turny bits 
Overal 65% 

BRETT HULL KE HOCKEY 

A 16Mbit sim with an Impressive running 
commentary by Al Michaels Fast. s»ck and with a 


5Mb« platformer is _ , _ 

animation is briHiant, the soracs are fantastic and 
toe speed is tremendous 
Overal 88% 


e totes very speotei 

la much more 


flBrtbon flMne fnrtaad PWmM __ 

ttendte fa ftub^end^ (termed ort»wi to bood 
Overil 90% GAMER OOLDI 

BULLS VS BLAZERS 

A comprehensive basketball aim with great FX and 
music Unfortunately, it runs loo slowly. 

Overall 79% 


CAL RIPKEN JNR BASEBALL 

A standard baseball aim wtth a tew too many 
irritating pauses to appeal beyond fans 
Overal 71% 

CAPTAM AMERICA 4 TNI AVENGERS 

Great characters, shame aboul toe gome Pure 
dnvei from start to premature finish 
Overall 31% 


A dodgy cont r ol system, toe mabiity to see toe 
oomputer opponent make its moves and a distinct 
lack of perspectives to view toe table make this a 


sasss ?*" 00 


A competent football game endorsed by Ryan 
Giggs but shallow in both gameplay and king term 
Chalenga. The player selection is especially awful 

Overall 65% 

CHAOS ENGINE, THE 

Playable Amiga conversion ol the popular shoot- 
'em-up set In Victorian tanas Great Bitmap-style 
metalbc graphics, but gets frustrating because of 


tefo Llmtfj MMBRbHI. This ts t 
the fvwet sonoitog bete-'em-upe 
Overal 90% QA» OOLDf 


le undouMaMy an* of CHESTER CHEETAH 


Colourful, humorous cartoon-style graphics make 
this one instantly appealing, especially to younger 

players who won't mind e- 

Overall 75% 


CHOPUFTER III 

Incredibly addictive chopper and rescue-'em-up 
with detailed graphics and simple playability, but a 
bit too short 
Overall 85% 


This hilarious prehistoric platformer features tag- 
bellied Chuck, gorgeous backdrops and plenty of 
challenge, but not many cononues' 

Overall 85% 

CLATFIGHTERS 

Using revolutionary 'cteymation techniques, real day 
is used In this morphing boat ‘om up that has tome 
ot the most bizarre characters on toe Super NES! 

Overall 86% 

CLAYMATES 

More daymabor action Rom toe people who 

brought you Clay Fighter This horizontal platformer 
» cheeky, colourful and fun Nutt sad 
Overall 84% 


A pixel perfect 12MBit conversion of a very 
repetitive and small coin-op. 

Overall 60% 

COOL SPOT 

An extremely slick and playable game with great 
graphics and sound 
Overall 89% 


The graphics are gorgeous, gameplay is original 
and varied, but there s not enough ot it and toe 
dNRcufty level is set excessively Ngh. 

Overall 69% 


Ybu’re in a giant armoured suit stompin' and 
ahootiri and Ilyin' through seven louch levels 
Great graphics, good gameplay and brilliant 
atmosphere. 

Overall 86% 


Great toon-tike graphics and sound, plenty ot levels 
and variety but toe control system is too irksome 

Overall 70% 


An extremely pretty and challenging g 

^ is rather fekfy and slow 




Fast and frantic desert shoot- em-up m the Desert 
Striker mould ReaSsm and (Jose to toe knuckle 
action are toe name ot toe day. ExceNent 
Overall 89% 

to thte sAck Mega Drive oonverteon you pNot a 

ESVS&ZISUB&m 

Nnd most mtetery bufli wt be iteNghted. 

Overal 90% GAMER GOLD! 


_B CITT 

A platformer packed with slick graphics and plenty 
of gameplay but too easy 
Dverall 78% 


A tew nice mega-monsters, but overal this is a very 
tired, Rustrabngjy difficult platformer ported over 
from the Mega Drive. 


One of the best beal-'em-upe on toe Super NES 
This exceBent game oI the film features a unique 
three player simultaneous karate option which is 
worth the price of the cart alone! 

Overall 86% 


The manga comic characters appear m a SF/F style 
^aat-'em-up. There's some interesting effects like a 
ical splitscreen wrto Mode 7. but playability is 


One of toe best looking and worst ptayvtg com-ops 
emerges still looking good, but playing like a pretty 
dam good platformer 
Overai 78% 


The perspective is unusual tor an RPG; a tasl- 
scrolling 3-D landscape heavily populated with 
well-drawn monsters Imaginative and unusual this 
a a decent mtroducRon to RPGs 
Overall 84% 

DR FRANK EN 

A banal platformer distinguished only by a 
particularly irritating control system 

DUNGEON MASTER 

Playing this slow moving dkge of a game is indeed 
and ordeal In itself, but ITS a good oonversmn ot toe 
Atari ST classic with very tew friBs 
Overall 79% 





gem* Rom U8 9Nhy Entert 
be« pMNtorm game* mm mad* OrigtoW ann 
•NMng in weyByrtrawl — 1 bteongi In Bie Mot 

Chrarafor* 



tsometnc 3-D exploration game amHar to Sols»c* 
on the NES An excellent adventure with 

sxz**** 


The review said T feel like baseball toraghT and 
mdeed this pokahed sports game does actually 
convert many anti-basebaf leagues irs easy to 
play, looks good, features dlptised players and you 
can even hit the ball property - amazing! 

Overall 87% 

EXHAUST HEAT N 

A brand new custom chip ensures tote ts toe 

fastest racing game ever, but sadly harvMng is a brt 

off, leading to a--- 

Overall 74% 

EYE OF THE BEHOLDER 

Semi sequel to Dungeon Master, this game 
features more puzzles, a larger maze, but most oI 
toe same game mechanics. Strictly tor DAD tans 
on*. 

Overal«% 

FI EXHAUST HEAT 

A carl-saved grand prtx to compete in and plenty of 
Racks make tor an engrossing game Unfortunately 
if s a bit easy, while both graphics and sonlcs are 
Hand otgyto h 
Overall 69% 




An overhead view FI race game with plenty of 
realistic detail, but tor just one player 
Overall 62% 


The RAL version of Human Racing gets 
significenBy improved due to a superior control 
system 
Overall 78% 


This very playable Ft racer has masses of tracks 
and loads of options, inducing a greet 
slmiAtaneous two player mode 
Overall 80% 


Ultra successful on toe little Game Boy. this 3-0 
maze ahooi- em-up has been totally up-rated for 
toe Super NES 
Overall 82% 

FAMILY BOG 

An okaytsh platformer with graphics which capture 
TV senes quite weH. Not much variety though 
Overal 70% 

FATAL FURY 

A graphically impressive 12Mb«t dona ot SFN 
which sacty falls short in playability with tew 
combat moves 
Overal 70% 

FATAL FIMY SPECIAL 

How many more of these damn crap beal- em-ups 
are there 7 Just because the ofRdal Nintendo mag 
grves them aM 90% and devote entire columns to 
them, it doesn't mean they’re any good. In feet 
FFS, hke all toe other FF dones. is absolute 
hospice' Avoid. 

Overall 37% 


Apert Rom Vkiuto Boooer. tote te toe beet tooly 
game on toe Super NE8. Produced by EA Sporte, 
RFAbote teM sound s the part. wNhgrete pSyer 

IMatoptfons. Super* 

Overall 82% GAMER GOLDl 



FINAL FANTASY II 

The first Super NES Final Fantasy RPG is a 
ponderous epic The world is huge, encompassing 
dozens of villages, castles and so forth, plus many 
Afferent speNs. weapons and characters. 

Overall 82% 

FMAL FANTASY: MYSTIC QUEST 

An FF variant designed as an ntrodudion to 
RPGs. Good as such, but sail rather dated 
Overall 72% 


Final Fight was the first real beat-'em-up to emerge 
on toe Super NES, impressive tor its huge sprite*, 
less so for the loss of the coin-op's two player 


12MBits. smuNaneous two-player and great sprite 
graphics Unfortunately, gameplay is dated with just 
one attack move. 

Overall 79% 

FMAL FIGHT BUY 

Weird! You'd have thought an upgrade of Final 
Fight would contem useful additions like two player 
gameplay, but no. this just gives you a “ 
character to choose and makes toe ga 
Overall 70% 


e game a 


A novel and pretty platformer, but later levels are 
AsappoRiBng 

Ovarafl 79% 


An axtramefy stylish semi-sequel to Another World 
Rotoecoped animation, sfcck backdrop* and lough 

Overall 88% 

FUtmONES 

Enjoyable cartoon adaptation with bright and 
colourful graphics, but unmspeed and repetitive 
gameplay. The board game is an original idea, but 
the racing sections are by tar toe worst 
Overal 81% 


One of to* AM Htm NEB game* and ate 

sssSSSkss^z^ 


George looks the business in tote ring-restrained 
beat-'em-up. but not enough moves 
**■ ill 46% 


d Amiga ctoi_ ___ „ _ # _ 

lust tots of lever puHing puzzles, masses of enemy 
sprues and a tougfi challenge 
Overall 82% 


tocrertbfy playable Japanese platformer, that le in 
feet toe sequel to Mystical Ninja Unfortunately, due 
to a high price tag. Mystical Ninja 2 win never be 
available over here Shame 


An enjoyable, overhead-view arcade puzzler wtth a 
good simultaneous two-player mode. A bit too easy 

Overal 78% 


Baaad on KonamTs classic biasf-'em-ups, GratBus 
III incorporates all of toe feature* that make tor a 
great arcade game! 

Overall 78% 


This is much along to* Bnes of Xantan yet ifs afl a 
bit jerky There are more features, but toe 
playability sutlers from poor controls 
Overall 48% 

HANLEY'S HUMONGOUS ADVENTURE 

An imaginative twist on the platformer format with 
some intriguing cteymation graphical fx 

WT THE ICE 

A race looking conversion of a hianous ooevop 
with huge sprites engaged m much flsticutts. But 
gameplay « shallow and repetitive, animation stow 
and unconvincing 
Overall 67% 


Simplistic arcade adventure which makes little u 
of the Super NES and soon gets irritatingly 


Overall 49% 

HOME ALONE MOST M NEW YORK 

S*mptetic arcade adventure which makes very ifl 
use of the Super NES and soon gels irritatingly 
repetitive If only it were lost in New Yforkl 
Overal 51% 


Very big, very pretty but lacks depth and toe 
controls are awkward A sold arcade romp,. 
Overall 79% 


Bonng Lemmings done with no of toe intracacy of 
King Arthur's World and also none ol toe fun. Avoid 
Overall 45% 

HYPER Y BALL 

A neat idea, but not such a hot game, 
unfortunately. You control a team of men. women 
or fanatical droids In this horizontally viewed 
futuristic volleyball sim 


The vertically swoBing shooter has a nova! p 
up system and ptenty of chaNange. t> 
are banal and gameplay is more fr 
enjoyable 
Overall 60% 


has a novel power- 

ige, but graphics 
e frustrating than 


Fun tor a short while, but soon becomes tedtous 
due to irksome gameplay and a distinct lack of 
variety 
Overall 63% 


US Gold didn't want you to see a review of tots 
before toe game was out. Reason? ft's yet another 
low budget, low effort platform beat-'em-up with no 
surprises and oh-ao-ample graphics 
Overall 79% 

MT SEMSI SOCCER 

It's back - and this time it's international. That's 
right, now you can play the superb Sensible 
Soccer with an your favourite players and teams 
and still pay an extra £50 Wow. 

Overall 85% 


This has a wide range of tournaments and fun, 
cartoony sprites Unfortunately, toe split-screen 
two-player mode is a neat idea which doesn't work 
that wen 
Overall 61% 


An extremely slick golf game Graphics are good, 
toe control system realistic and complex 

Overal 70% 


Looks great vxnds okay and plays well - 
although as wrto real pinball ft does get rather 
repetitive and there axXcTv* more than one table 
Overall 76% 


m inspired mix of platforming action 
and air/sea ahoot-'em-up to ruined by dreadful 
graphics, awful gameplay and weak sound. 

JAMES PfMO'S CRAZY SPORTS 

Eight wild and wacky sports, plus bonus games 
sounds Hke a lot of fun. Unfortunately they’re al a 
totstmptebc Young children w*l probably like It. 

MUTINY 

Jetty's toe name of toe game as you control a 
humanoid lump of sNm*. on his way to becorrang a 
real boy. Janies Pondeaqoa platform game with 
great attention to detail, but minimal playability 
Overal 79% 


Wobbfy blobs a plenty in tote odd game Extremely 
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frustrating 
Over*" 43% 


The moat realistic terms s«n yet with masses ol 
shots, a huge tournament mode (and passwords), 
lots of options end five tennis ooacnes' 

Overall 86% 

j LEAGUE EXCITE STAGE M 

One of the beet football games comes from deep m 
Japan but was actually programmed by Probe in 
England intense t*ayaoiity and realism make this 
the next best thing after FIFA 
OveraN 89% 

JOIA MAC 

This accurate coin op conversion otters a 
simultaneous two player mode with a pair ot 
cavemen jumpin' and boppm their way across 
various platforms 

Overall 69% 

JK A MAC 2 

Standard tare platform game with smart graphics 
and sound, but a bit low m the interesting' 
department This does prove that not all sequels 
are absolutely terrible 
Overal 71% 


A massively improved version ol the ongmai 

featuring an easily grasped control system plenty 
of ptays. teams and options 
Overall 83% 


SSb"®* 1 CnoSfeS 

we in aarfoon, aa aiaa tp tnd Mi 



turkey ol the year, however, hours of play soon 
showed that it had more depth than any other 
football game Perfect tor enthusiasts 
Overal 87% 


Lagoon is similar to the Zekta games, being an 
adventure fun ol searching, finding, fighting and, 
inevitably, dyingl It's pretty good, but a MOe on the 

stow side 
Overall 83% 


The soto-moda is dfetioguished by a tug challenge 
and the option to gamble with your racing 
competitors Two-player mode «n i bed either 
Overall 80% 


n ambitious and tmagtoativ* conversion oI me 
movie Nicely detailed platform sboot-’em-up and 


One of the best games of the Eighties hae you 
saving lemmings from their own stupidity There's 
126 levels to complete 1 
Overall 90% 


Glorious sequel to one of the most onginal and 
best eeteng games ever. Lemmtogs 2« tougher, 


tugger and even more inventive, with hundreds of 
deferent lemmings to control Excelent 
Overall 86% 


Stunning conversion Of the popular gun-tottng ooto- 
op. This features reel plastic guns but the game is 
ahefy £75! 

Overall 87% 

LETHAL WEAPON 

All three movies rolled into one five level platformer 
small spmee and 


Simplistic, repetitive overhead race game; 
alternating between motorbikes and jetskis. 

Overal 49% 

KEVIN KEEGAN PUTIN MANAGER 

On pitch action is disappointing, while control icons 
are obscure However if you concentrate on foe 
management side this has plenty of mtrigumg 

OwmSuBm 



A surprise release from JVC. but luckily, a h 
one Mage Boy may not be original by any a 
but it's damned good fun 1 
Overall 88% 


Educational history lesson with Mano in the hot 
seat Find the dues, answer the problems and 
return famous characters' artifacts 
Overall 78% 


State-of-the-art scrolling beat- em-up featuring 
Sp*dey and all fas deformed mates Marvel-perfect 
graphics sound by rock group Green Jety and 
over 28 levels ol Carnage-bashing mayhem One 
of the best games of the genre, but not quite 
Gamer Gold 
Overall 89% 

MEGA MANX 

Highly cfesappoinfing debut of on# of the NES' most 
endearing charades This has great graphics, but 
suffers from hideous slow-down 
Overall 76% 


ftelilNtePIl MMmMouW 
ig fW on tie 8NE9 Marts 

OtSt***~*' 


Mnua*ftfeN • 


Involves much hactan and siashth, but not loo 
much of the okl grey mailer You are basi c ally 
required to storm a fortress. 

Overal 67% 


A fairly serious art package with a greet intro to 
composing muse: thrown n as well. Unfortunately 
you can only save one picture and the art package 
tacks tools vital tor serious work 
Overall 80% 


Another Lemmings variant, this time set m 
medieval England with you in charge of troops 
whose various sfolfe you must exploit to complete 
30 levels 
Overall 88% 

KIM Of DRAGONS 

Ore import scroftrtg beat- em-up. Nils reeks of 
Golden Axe, but isn't as playable - we've seen it all 
before. Yfcwn 
Overall S3% 

KIM Of MONSTERS 

The beat em-up action takes place on a 3-0 
battlefield but ITs alt very diA 
Overal 46% 

KM6 Of TNI RALLY 

An overhead view makes great use of Mode 7 as 
you fo»ow the arrows to whiz about maze-like 
tracks. Fun tor a whie, but soon becomes dui 
Overall 59% 

KNIGHTS Of TNE MUM 

Huurghh! Umph, excuse me I was just rem¬ 
embering this awful platform slash-em-up which 
we consequently hacked to pieces in the review 
Overall 26% 


Excellent golf game, which almost beats 
Nintendo's Golf to Ihe top of the showbiz goNing 
tree Highly piay&bte and graphically perfect, what 
more could anyone ask? 

Overall 07% 


Complex and moody exosketoton robot romp with 
great Mode 7 graphics and intriguing missions Into 
toe forbidden zone. A must tor strategy fans who 
like to pick up the pece a M. 

Overal85% 


Disappointing Super NES update ot the long- 
running Mega Man senes Tough gameplay is let 
down by sluggish control response and massive 
slow-down when toe enemies come on screen . 
Overall 75% 

MEGA MAN SOCCER 

Capcom soil toeir pants with tots bad attempt at a 
footy aim starring the characters from toeir most 
successful senes after Sfreef Fighter. The main 
faults are a poor control method and dodgy 
collision detection 
Overal 54% 


[This lakes you from Stone Age conflict to toe 
Nuclear age with masses of challenge and 
humour. Reasonable gameplay. but ifs nj I 


factory production 

Overal 69% 


rune toan anything else. 


METAL JACKET 

There aren't that many truly dreadful platform 
games on toe Super NES, but this is certainly one. 
OveraB5% 


A Lemmings variant where you feed rats info a 
mincing machine 1 Fun, but graphics and sorecs are 
poor white gameplay fails to equal toe game which 
inspired it. 

Overall 68% 


Stunning Mo 
Overal 85% 

LEGEND 0f TNE MYSTICAL MUA 

An enjoyable mix ot varied arcade action and RPG 

adventuring 

Overal 89% 


gsfsgrsLs? 



mma 

ft M 6M prtMnM, but •» pphtofe aorttfe ano 
fewer N MiNl ii are among WbefeyMaeen on 
topmWi. _ 


A huge 24 Mbit wrestling game which even gives 
you toe chance to play four characters at once 
Good to look at and definitely toe best wrestling 
. mi .1 be released officially? 


A great bmtd up a let down by a distinct lack of 
gameplay as you plod through simple 
surroundings, with poor animation 
Overal 45% 


The four sub-games here only use haft the 
basketball court, most being simple variants of 
one-on-one. 

Overall 55% 



ptojrer game. Anweomaf 

0vereC5l% GAAAEP 90LDI 




Futuristic strategy war game with you attacking the 
enemy on various islands Plenty of hard thinking 
and energy management, but repetitive and slightly 
biased towards the computer player 
Overall 74% 


Strictly tor kids only, this incredfoly easy coNecbon 
of bram-teestng problems »s nonetheless well 
executed and fun WeH placed dftculty levels 
extend toe chafienge 
Overal 61% 

might a magic h 

An efficient conversion of a huge, if somewhat 
dated PC RPG 

Overal 77% 


They're tacky, they're stupid and we only tency 
Trmni. but Bandai are leasing this waste of space 
anyway A lomd platform game with some 
unconvincing beat- em-up sections at the end 
Don’t watch toe programme avoid the game - both 
will make you blow chunks! 

Overall 71% 


Intriguing puzzle game which crosses Telns with 
Pec men and just about puls it off The mam 
difference is that you must eliminate ghosts by 
sending Paccy in to eat them, 

Overal 80% 

PAPERBOY 2 

Gameplay is simptistic and repetitive, graphics 
which were once impressive have become terribly 


IS a surprisingly good 


Super NES game 
Omral 78% 

MORTAL KOMRAT 

The coin-op’s cAgitised y 
brilliantly recreated bui 
toe blood end gore has been censored Yti boo 
sucks Nirtenwl 
Overall 71% 


SEESBttwSttiiSIr 


Average scrolling beat- em-up with morose 
graphics, poor sound and a general tack of 
enttusiasm m the programming Also caked 
Rushing Beat 3 
Overall 50% 

PGA TOUR GOLF 

By far toe best golf game, PGA Tour Goff has lots 
of courses, options and computer players 
Graphics are poor, but still great fun. 

Overall 84% 


reryduli 


Entertaining ptnbati game with e 

and some good tables but It is somehow very 
and you don! want to keep playing it 
Overal 73% 

PINK GOES TO N8LLYW008 

Great idea - bad game Pink Panther to bright 
cotourful and funny, and so's the game, built plays 
90 batty that I doubt you’ll ever want to gat past 
the title screen 


NtAUVE'K 

Fundamentally this is FIFA Soccer with sneakers 
and mutant players The graphics are great and the 
whole game has a convincing fee*, but ultimately rt 
does become a bit annoying to play. Good multi 
player option, though 
Overal 88% 

NFL FOOTBALL 

The use of Mode 7 tor m-game scakng and rotaaon 
to stunnmg. gameplay an! 

Overall 62% 

NNLPA HOCKEY 

Another comprehensive EA smn with masses of 
stats, rules and atmosphere ITs very playabfo, but 
toe scrolling is a Ditto stoggeh 
Overal 78% 


Looks good with plenty of speed, tracks, password 
save championship and car modification options 
Overall 74% 


One of toe greatest beat- envups around is 
murdered on toe Super NES 

Overall 13% 

ROCKY A ROCKY 

Cute, but rock-hard mega-diaster in toe 
Commando mould 
Overall 89% 

POP N TWIN BEE 

A ton of cuteness, a simultaneous two-player mode 
and Konami programming should've made this a 
huge hit Sadly gameplay is boring and repetitive 
Overall 81% 


A massive game with a thousand levels, ten 
different worlds and a tough computer opponent 
Overal 77% 


Bigger and much, much better toan the ongmal. 
Pop II takes you into ancient Greece Sheer class 
and perfect for Populous fans At tasi a sequel 
that s better toan toe onginal 
Overall 90% 


Graphically this is one of toe Super NES's best 
wargamer, with some bnlliant 3-0 ten 
Overal 71% 

PRINCE OF PERSIA 


arcade reflexes and your brem cells. Bnlliant 
Overall 88% 


Dull as drtch water platform puzzle game fr 
Psygnosis. Guide an orange turcMtke crea 
called Puggsy around various levels; utilising 
objects to escape Not worth toe silicon 
Overal 42% 


A superb development of Adtfems Femily which 
looks and sounds good. 

Overall 88% 


A classic oom-op is expanded into a massive 
challenge but playability is severely lacking 
Overall 65% 


MW1B 



An above average com-op-styte beat- em-up. with 
crisp graphics and some of the most ingenious 
bosses we've ever seen) 

Overall 57% 

ON TNE GALL 

Vtou must guKto a marble through venous mazes by 
revolving toe maze around toe baH and letting 
— ^ - iitdown Great tun, but too easy 


Haven t we all seen something Ida this before? A 
standard platform adventure with great graphics, 
but a bit flat to play 
Overall 72% 

RANMA 1/2 

The official version has English lead, but otherwise 
this very Japanese, anime-styte SFII done is 
unchanged Mery weird, very funny and very easy 
Overal 68% 


Overhead-perspective walking, exploring and 
Wasting everything type game Presentation is slick 
but the game is too easy, too small and repetitive 
Overall 80% 


This Med Max-style blaster is two games in one 
There's a befend-toe-car drtvingbiasting game and 
a walking along and blasting game 
Overal 57% 

OUT TO LUNCH 

The sprites may be smal. but the detail is stunning 
- as is toe overly hard difficulty level 
Overal 76% 


A bnliant shoot-em-up which just happens to have 
some of the funniest graphics ever seen. 

OreraN 88% 


ruiviwi 

Parachuting and flying light planes. Wfpacks. hang- 
gtiders and helicopters may sound interesting' but 
See than compulsive But Mode 7 is used 
brtMentty and gameplay Is totally addfctive 
Overall 83% 






RQOLDJ 



Side Pocket shines as toe best pool game on ttv 
Super NES Great graphics, but slightly dodgy c 
•ebon 

Overall 86% 


City planning must be one of the moat bonng 
subjects on Earth, in tact very compulsive, the 
underlying pnndptes are complex but Initially it all 
seems very simple Bnfeant 
Overall 85% 

SIM EARTH 

More of an educational experience than a game, 
this is a very sophisticated program dealing with 
geology ecology and evolution 


Sony's latest platform adventure is similar to Hook 
(pemaps too similar?), but it plays vary wel 
Overal 85% 





Ultra-weird American cartoon retains much of its 
style in this rmagmative and varied platformer. It 
only there were more of it. 

Overall 77% 


Thumping boxing simulation, but lacking In gritty 
realism No blood and bruises makes for a very 
bonng bealem-up Shame on you. Nintendo 1 
Overal 83% 

RIVAL TURF 

Too tew combat moves, jerky graphics and not 
enough challenge The only good point Is the 
simtAtaneous two-player mods 
Overall 51% 


Levels are too short and the ctifticufty setting 
ridiculously high New elements such as toe 
overhead wew flying sequences are dire to play 
and toe whole project is thorougfy misconceived 
Overal 36% 

— T1I—I 

feveeome nock eoundMda. plus pterty qf 

veNBfee. fes p owar, teds and ptenete. A tit 
rate aws p lMMffMMBt. 

•o% cmWoolBi 


A particularly irksome and mundane entry in the 
cutesy platformer stakes 
Overall 41% 


Similar to Capcom s excellent Sfnder. tots boasts 
imaginative levels, tote ol action and a good 
simultaneous Iwo-player mode Unfortunately, it's 
too small and ter too easy 

Overal 50% 

SECRET Of MARA 

Got an appetite tor humungous RPG* which help 
you all the way wflh oh so obvious dues? Secret ot 
Mana. a game many praised as belter toan Zelda. 
is finally out on official release and it's not bad at 
all Check it out if you fancy losing all your nights. 
Overall 85% 


t hate them. I hate them. I hate them. I hate them. I 
hate them, I hate them. I hate them, I hate them, I 
hate them, I hate them. Not a bad game, but far 
too cute and tormutaic. 

Overall 79% 

SOCCENKID 

I don! care what Ocean says, tots to a very 
average game Nothing special. no trills just a kid 
kicking a bail through various worldly levels 
Overall 56% 


Surprisingly good Super NES remake of the 
Posiedon Adventure Mm where you play one of 
tour characters in this platformer, who must rescue 
as many people from a capsized ocean liner before 
it sinks Great atmosphere' 

Overal 88% 


A stick Zelda done and. white it hasn't got toe 
same depth, it is significantly more straightforward 
and very enjoyable 
Overall 85% 


Futuristic Dragon's Lair done with absolutely 
stunning graphics and a huge verity of levels and 
tasks A classic from Bttte known company Empire 


Overal 86% 

SPARKSTER 

Racy, speedy, unpredictable, all these words could 
describe Jason Johnson, but also Sparkster, 
Konami s latest attempt to create a company 
mascot who thinks he's cool A great game which 
encompasses ati that's good about arcade 
platformers. 

Overall 83% 


Not as good as It could have been - Spectre Is a 
conversion of toe Apple Mac smash hit. but in the 
end iTs just loo repetitive and gets boring after only 
a tew goes 
Overal 64% 

SPEED RACER 

REALLY BAD racing aim with a platform game 
bolted on to further torn the stomach Looks tike it 
was programmed by a five year old on an Acorn 
Atom and is quite simply toe worst ful price Super 
NES we've ever seen! 

Overall 15% 


A whole host of superheroes make this attractive 
tor any comics fan Gameplay is vened and tough, 
graphics impressive and sound brMiant 
Overal 75% 


Pretender to toe Zelda throne, this RPG lacks both 
power and conviction Spice s weapons are 
annoyingly slow, and the whole game runs at a 
slow pace Buy Breath of Fire instead 
Overal 68% 


Guide a spinning top through 3-0 mazes avoiding 
the vWato9 collecting the gems and pressing 

switches. A massive and very tough test of joypad 
reactions and brains which you’ll either love or hale. 
Overall 89% 

STAR TREK: TNG 

Glorious looking Trektoe game, with 16Mblts of 

power, but sadly tots has all been used with pretty 



















AZOF GAMES 


picture* rafter than lasting gamepiay Excefient 
white It lasts, but we completed • in a day* 

Overal 70% 


TV» tat gams to u» ft* Bpeatei FX ehp ts 

etonting not only lor is InoradUy ted aoT" 



what oan we aa y7jlght (Afferent fifr i tere toohaoaa 
ftom, each sdh bdBart animator and an tncradfete 
wee fift of move toDy iMBdng every butai on »a 
toypad - and ften eomel It* an moelart ana very 
tou^ one-pte yer game, an dterfy brAfent two- 

S5Syw%QAI®«00l« 


___ not fte above Graphic* 

and aontoa ha«a toan tonad up. wMa oamaplay 
at and fta opton 


piay at any c___I 

Overall 90% GAMER GOLDt 

ly iwrmtre and with real ptever 
a or a -"— 


a of laaguaa. a a 
more, thte la a ImAmBc game In 
da radar May. but two-player m| 


Again, Nfttandc aurprtee* ai wffh M* that 0 
Super FX raoftg game. UnparaMad sept* 
apaad to you've never aaan, and oodtee of 



A typicafy she* Konami conversion of the* Wild 
West coin-op Imagaiatwa. tunr 
ptay it's maned only by bang s 
Overal 82% 


This sounds great and doesn't look too bad, but 
gamepiay is irksome with your large sprite coming 
a cropper afi too ollen. UgKt 


An Afterburner style btost-em-up. A little simpfcsbc, 
but a variety ot weapons, air-to-air and air-to- 
ground missions provide both variety and a 
surprising realistic feel 
Overal 82% 

SUPEA BATTLE TAM 

Great graphics, but the san-styte looks a 
misleading while gamepiay ts extremely 
Overall 54% 


c ft mufiMapoed lour-piayer r 
•dng around maaar, droppin 
(aK-prtanda. ft one or two-pk 

£% GAMER GOLD! 


-piayar mode, ftls has 
dftipping bomba to 
w two^jiayer mode ra 



Finally we get to review tt and much to our cfesmay 
find that the sequel to the best multi-player game 
ever has been subtly ruined Stifl a brilliant game, 
with a much Improved sln£e player mode, but use 
Super Bomberman tot your party, not this 
Overall 83% 


A seat update of fte N£8 aartw wtft Simon 


ftnuftlw 

guerdon* 

Oversitt- 


90% GAMER GOLD! 


This contemporary war game has 55 scenarios. 46 
dtfferent types oI military hardware and battery 
back-up 
Overall 70% 


Super Star Wars is reworked with new graphics A 
bigger, harder and. marpnalty, better game The 
Mode 7 AT AT attack is absolutely stunning 
Overall 85% 


There's a multitude ot power-ups. Ndsoutfy 
magnakve monsters and fantastic settings 
mducknga beautrfutty drawn sunken ship 


Competent Ice Hockey game featuring a Mode 7 
perspective and tour afferent views Good feel, fc 


A bright and cheerful platformer with a 
In-cheek humour 
Overaft 70% 


Kick Off provided Airxga enthusiasts with endess 
hours ot football fun. now it's got with the same 
overhead perspective, a whole host ot options. 

leagues, cups and some sick scroMng 
Overal 71% 


TOaftoradbre, 16MBit oartbaaate StperMwfo 
top Super AtotoAnm TTmUmiMa &a»r 
toto L6A and Kr m 2 toe 3 - fte«*e_ 


NES Marfo sa gs, ft toot P iewr f fi u ii Is « 
*Mh brtontfy raarortad graphic 
of ft* bast games mart 
Overa* 9t%GAMBi QOUX 


aptoito you and 


A classic wtft pm* of dstoa, autonsss and 
Tnaglnattor Ths baw fting Is how you oan choose 

your o«m path IhtoUBh fts gams. A too Mwidhf 

ssm game optton means 9 wont tabs too long to 
»*e. but fi* an m c ce fis n t trWoductton to video 
L and Mtadi 96 feeds wti tost wry prol 
• 82% GAMfcR Q - 



great ysp h tas and squkto - qdfe dmply an 
mmhw purchaM Htahfy nsoonwwiotd 
‘ i 96% GAMER GOTH 


Each of ft* ftrfing feeds 


ftrfftio feeds hdc 
•-on wtoohups, s 


Return ot fte JPdf 


Tapping sanadlon si feature to maks this aftiy 

Overal SSTgaMER GOtflt 


An imaginative platformer with some great puzzle 
elements and impressive daymatwn graphics 
Overall 84% 


Bettor ftan any other puzzle game accept fte 
oriflftd toft, ftfe game has you oormecBng cuts 
iocMng bioba ot venous ootoura, forming Inas at 
tour to aruah vour opponent A arecktog gams! 

I GAMER GOLO 


An impressive start tor Hudaonsott UK. this 
improves on the first game and includes bags ot 
ctvaJtenge and special items to find Recommended 
tf you want to redtecover platform games 
Overal 80% 



surom-rm 

It looks bn!hart and plays wen. but while graphical 
slowdown ant that bad. going beck to fte start ot a 
level whenever you eke soon goto tedious 
Overall 74% 

stremmiM OMW JEM 

Jedt is fte last of fte JVC Star Wars games and 
they've pulled out aM the stops tor the big bang 
Much better than Empire. Jeo I takes al fte best 
bits from the film and Is a highly competing and 
playable platform romp. However, time has moved 
on since SSW. and now we've seen Earthworm 
Jim, nothing will ever be the same again 
Overal 86% 


The game that was oogxwlty a super-smash coin- 
op with unbelievable numbers ot on-screen sprites 
and ear-damaging sound-effects, is now available 
on fte Super NES Can get repetitive 
Overal 75% 


Once one ot the best toofie sms. competition from 
more recent releases has made this seem panfijty 

slow and unsophisticated 
Overal 63% 


A great aoundteack end fte graphic dfenfion to dM 
gsnsnMy ft Mtoundfta Ttench scene Is Ml tool 
Seal flOTh Gamer goldi 

ITUb*ak!s5*Sft2flRtrVhse mot* 
ahsmofem, mare iraw and some grant sound, b 
R tost hasn’t changed THAT much Showftgltoa 
• Hncw-wecouid al do wtft See ■ 



Air-to-aK combat is presented sim-styte. but soon 
gets repetitive More impressive is some stunning 


This superb apMearear racer features al your 
fewurife Mario dt wots r s ssgo-karbng Wends who 
you md aRtoti d—t o t H Mi fcod ft o ne pt^e r 


Mode 7. scaling fte ground around in ton chve 
tombingsectlons. Not bad, but lacking in variety 


Another vertical acroiler wlh the welcome addition 
ot simultaneous two-player action Sadly graphics 
and gamepiay are rafter dul and unonmnai 
Overal 70% 

mSmap — 


Vcx/ve got mas _ _ 

are numerous, there aren't as many mega 
monsters as there could be 
Oven* 86% 

The graphics are awful, btl fte is sM surpnasigly 
pteyabte. 

Overal 74% 

T7: TNI AACABE SAME 

A near-perfect com-op converwon whtoh may lack 
variety tor home use. Very tough and you obviously 
you need a SuperScope to get fte most from it 
Overal 84% 

TA24IMU 

Hlarious toorHiie graphics and fUn. H fi n sted 

{temeplay 

Overal 88% 

TUT MOVE It TNI DVB. 

In truth not al that stunrxng to took at, but the 
realistic setting - tour American htghways with 
police, formats and on-commg tramd 
Overal 85% 

ink a* 

A sadly underpowered done ot Super Pmbotecfor 
Overal 54% 


What a surprise - a platform game that a 

quite good as well rime Tnurixxrows heavt 
Super Probotector. but sM remains original 
Definitely worth a look 
Overal 61 % 


Kate pads ft • km American Footbal gamei 

OverJ«% GAMER GOUN 


TMT TOONS: WACKY VO 

Although wen pokshed m presentation and style. 
tNs game is lacking amy real spark The wacky 
events are wel thought out. but a Me tedious to 
execute and the game would rather si on fte shetf 
than m your Super NES. 

Overal 75% 


Superb, fast angle or spM screen raoer 
Overal 89% 


TOP QUO 2 

A slick development ot the 
better graphics a 
Overal 82% 


d SST* 9 


One ot fte fiercest, fastest and most chaHongng 

shoot-'em-ups around 

OvefaDS 3 % 


A duff movie and a worse game 
Overal 52% 


game ts sM ton. scoring particularly wel with the 
two ptayer modes 
Overal 71% 


Yes, ITs cute, but does that make it a good game? 
The answer is undeniably yes! Trolls is fast and 
ton. but older players may find I is appealing to a 

XStfST' 

TURN A BURN 

Beautifully presented and reakskc Top Gun fantasy, 
but marred by fte old Absolute Bugbear - a lack of 
challenge and originality Good tor a wble ftough 


Machines are wel rniptemonted with tick 
presentation aAowmg you take your winnings from 
one game 1o another on your quest to brei* each 
casmo’s bank 
Overal 60% 


Like Bart's Nightmare only with more sub games 


escape from fte VR machme by completing every 
Special game A laugh from begmnmg to end 



Plenty of humour and some good if uMmatety 

irrlalmg simp 1 — -- - 

platformer 
Overal 51% 


Class* space op era with y plus me 
asteroids, enemy fighters, freighters 
battleships 
Overal 80% 


Virtual identical to the original, but with a better 
scenario, more stops on screen and an easier (loo 


Ore sport game based on the events m 
LAehammer Sad graphics, sound and dodgy 
collision detection on the events mean you wont 
ever want to ptoy this again 
Overal 46% 


Gosh, another boring beat- em-up that has been 
converted from the Neo Geo This is fust like all tto 
others and is therefore donkey dooi Avoid 
Overal 55% 


A big (16MBit) improvement over fte orignal more 
characters, more moves and a tournament mode 
Overal 79% 


An incredibly weird platformer with lots ot levels 
and variety 
Overal 82% 


Above average platform fighting game using 
bizarre robots A good two player mode, bull bit 
to^sameysamey tor my Wong 

TOM BEAD 

He's smarter than the average bear - ITS Ybgl! In 


An SFVctanewSfitonnfero!fimteM«L aakeymo 
^anyjAybfBty Not (Mfe te s ophteltoated a 


Overal 92% GAMER GOLD! 


A below average one-on-one beet- sm-up 
Graphics are mediocre and fte enemies hold no 


Overal 31% 

■WM 

GwptooaBy ftt pteaalve wtft ntotey varied tevefe, a 
choioeotijW wM. ptenty ot power-ups and 

shcoTem-up tens 
Overai 86% GAMER GOUN 


Ptay God m ftls futuristic version at Populous 
Spaee ports, energy statxxw and sports centres 
are al you need to keep the people happy 
Enjoyable only to Sim City freaks 
Overal 85% 


A great idea on paper, however fte superb Mode 7 
skiing Sim suffers from repetition and loss ot 
interest Graphics are great and speed is never a 
problem, but after a few goes this toms out to be 
nottong more ftan OutRun on skis 
Overal 77% 


A rafter simplistic and easy puzzle game which wM 
appeal mostly to young kids Two-player game is 
good ftough 
Overal 76% 

TOMTI SAFARI 

A pretty and playable fight gun btast 'em-up aimed 
atjroungsters - wift a dlfftcufty level to match 


Poker. Craps. Roulette. Blackjack and Slot 



1950s B-movtos. Great 
mode 

Overall 87% 


Tetkous boring platform adventure from veteran 
h David Crane. 


programmer D 
Overal 25% 


ABBAABFAMLT 

Standard platform aetton ft Ms conversion of fte 
Super NES game. Good challenge, but boring to 
pfey. 

Overal 74% 

ABVEBTNRE HUMS 2 

A skghtty playable platform game, but generaly 

unremarkable 

Overal 64% 

Kkkfish Disney ton that's far too easyto be worft 
OvenSl 47% 


TechnicaBy brtiiant. but strangely sftiitar to the 

oripnal Sinker, the World Cup version has battery 
back up and more options Only worth a look if you 
haven't gpt Striker 
Overal 82% 


An overly easy, but sM quite playable ptetformer 
based on a Sp«toerfrproduced cartoon about 


Ntonottewadwi 
GAMER GOLDt 


AOVENTURES OF IBU 2 

A fiencksh puzzle game that wA keep you 
engrossed tor hours, provkfng you get past level 
three, which seems to be the hardest one. 
Overall 77% 


Boring flight skn type game, you wA not w 
find Ms in yot 1 


Enjoyable if occasionaly frustrating platform 

game. wtocT - -*- 

humorous tc 


Badly defined graphics make this an eyesore, t 
quite ptayabie if you stick with it 
Overal 75% 


Laughable beal em-up which can be completed by 
repeatedly performing fte same move over and 


over again Far too easy. 
OverM21% 


A truly stunning, first-person perspective puts you 
in a stormlrooper-pecked Nazi fortress Action a 
last and furious, albeit somewhat repetitive 
Overal 80% 

WOAU) CUP USA 'M 

Wel designed and extremely playable tooty am 
from fte licence masters. Not as good as FIFA ot 
Virtual Soccer, but a dose third, and more suited to 
those who love loads ot options 
Overal 85% 


A good SFII chalenger with an imagxiabve set ot 
characters, but not enough moves or challenge 
Overal 72% 


Two ptayer coin-op conversion where you must pop 
each other's balloons whilst avotcfftg fte opponent 
Great ton. says Keith 
Overal 70% 


This game e so bad Td rafter play with the dol 
Overal 15% 

BABT VS TNE AMD 

Not as good as Space Mutants and highly 
Americanised Complete various httte puzzles and 
travel across fte globe 
Overal 60% 


vjnforvivgvviiMmpnHMMnvMO 

®» T »o®pcwB *nc mm oi vw tMurmr i•oooo 
OwirJ 91% GAMER GOLD! 



Another good Batman tie-in, not quite as good as 
the ongnai though 
Overall 78% 


Better ftan average beat- em-up which fofiows the 
film closely 
Overal 76% 


Good brain-bending adventure, watch out tor the 
oofiision detection though 
Overall 75% 


Good varied arcade action, colourful graphics and 


More beat em-up action from fte two groups. A 
jjoodgare. but very similar gamepiay to original 

Overall 79%*™* 


Terrible beat- em-up which flickers so bady. fte 
characters disappearl 
Overal 35% 

SKTSS^SwenlMeMcft tooAiflPod. pteys 
men better and often ana of fte (MtKgM 


Average beel- em-up which boasts a huge amount 
of special moves, unfortunately I plays very bady 


Best Ice hockey game on fte NES. very last, very 
playable, foods of difficulty levels and a two-p(ayer 
































A mixture of platforms. and top-down views 
nncorpemtod into gamepiay composing of arcade 
and strategy elements make Ms a curious game, 
worth a go. 

Overall 66% 


Dire platformer with no appeal, no smgmg and 
dancing and no John Bo fa sN I 
Overal 39% 


it piattorm blast, good graphics 
* bland, a M more variation on 


It a Ul bland, a M more venation on what you can 
do and « could have bean a wetner 
Overall 74% 


Bnfhanfty converted bom toe arcade archives. This 
to immensly playable and totally addfcbve A 
golden otdto 
Overal 89% 

Shoot the dudes with toe rapper gun It realty Is as 
boring as it sounds This carl s best used to put 
hot cups on and avoid rings on toe tumrture 
OverM 49% 

BUCK TALES 

Ifs got aH toe characters from the cartoon The 
graphics are excellent but it suits a younger 
auckence. 

Overall 81% 


A brilliant puzzler which is addetve. tocnxkbty 
playable and has loads of levels If you Nee 
puzzlers you wil worship total 
Overal 83% 


totoptoftorm ooto-op where )«u ptey a dragon 
IM buttles ID np toa matte and toaa 
popfantarmeaa 


Similar to the ongnal kite of sacral rooms, loto of 
cute characters and just as easy 
Overal 75% 


There aren't many speedboat games around and 
if the is anything to go by. there should tie more 
H's ful of action. pteyaMiry and jo*y good hn 
tool 

Overal 83% 


More of toe same Irom toe bubble-blowing dragons 
from toe planet cute. More levels, more fun? 
Overal 82% 


Stock, cotourful platformer whtch plays well, but not 
quite a ctessK. 

Overal 79% 


We* drawn characters and playable. Great fun lor a 
lour year old. but so very, vary easy 
Overal 45% 


Forgettable shoot'em-up. Very colourful lots ol 
'**-“ -*“" too ordinary 


interesting bo* 
Oven* 65% 


Verjf colourful piatkxm blast that « a bit too dfflia# 
OveraH38% 

CAPTAMSKYMAWK 

Interesting shoot em-up viewed from a 3-0 and* 
which works quite wel. tarty easy so not much 
c ha llenge though 
Overal 70% 


A step back m tone to toe ongnal Castlevenia, an 
average piattorm game which is similar to toe 
Super NES version, but without the Mis' 

Overal 71% 


Pretty sad Breakout done, ifs a shame Ms type ol 
game can stM rear Its ugly heed 
Overal 38% 


Good graphics. Ana sound and the playabiMy Is 
right there too. Let down by a lack of ongnakty 
Overall 82% 


This has to be toe worst racing game ever to grace 
toe NES Awful graphics and sound, coupled with 
no playability, combine to create a mod horrtfymg 


DEFENDER OF TME CHOW* 

A great strategy game with loads of different sub 
games Everythmg slots nto place to create a vary 


Similar to Home Alone on toe Super NES and fust 

SS2XK 

DIGGER T non 

One of toe all tone great NES games with plenty 
here tor everyone Worth a look at a tower puce 
Overal 84% 


Sad and wasted effort at revrving a tong 
forgotten coin-op that nobody cares about, 
except that it had Mano m one of his first 


up with 
Overall 79% 


graphics, wide range c 
chartering gamoplay 


make Ms a beat 'em- 


Even more moves and even more l e v e ls, but ifs 
skghtty easier than the tost game Two player 
opdon is a worthy addition 
Overall 75% 


This is one hefluva 


playable 
Overall 6 


A lot of moves, but 
Detnaltev not as 

^as^Douftt Dragon wDoSe Dragon Z 


The dosed Mng to NBA Jem on toe NES Two 
player game is great ton and it's even worth pteymg 
on your own. get Ms If you want the beet 
Bateete* game for your NES 


The otd arcade classic c o nverted into a piattorm 
game Appalling control metood drags it down, but 
ton tor a wh»e 
Overal 63% 


A good puzzle game which obvtouaty draws it's 
inspiration Irom Tains Stunning in two player 



Totally awful racing g 
ago. with jerky g ' 


Early Codemasters game which features an egg 
with arms and togs as a hero 
Overal 88% 


Adventure which is wel worth playing. Good taxing 
puzzles, loads of weapons massive ptey area and 


FHHT1KCAT 

Good piattorm romp with Felix reeosng he 
arttnend Kitty from toe dutches ol toe protesaor 
Nat as good as toe Game Boy version 
Overall 70% 


M crap overhead adventure shoot-'em-up 
loosely on the Addams Family Avoid* 
Overall 34% 


Standard piattorm game, but Fred and Co are well 
drawn and convey a lot of toe cartoon's 
atmosphere It pteys wel to and is tol of Stoneage 
mayhem 
Overal 81% 


Original space racing game, wtveh boasts some 
fast paced, seat of toe pants excitement 
Overal 74% 


IMUEY 

The beet zapper gun game out Shod toe badffies. 
but donl shoot toe crvwans. A fend ol primitive 


FoAows the film quite we*, but lacks toe style 
required to make H a classic 
Overall 71% 


Apelkng game of toe IHm. which has to be one of 
toe worst shoot-’em-ups ever 
Overall 24% 


Miserable soccer game, wtveh offers no lasting 

SSSs.% 

KAMI WARRIORS 

Commado-etyte game wtto enough challenge to 
keep most players happy, but doesn't took toat 

Small 68% 

Good piattorm adventure, wtto loads of levels, 
spalls and other goodws. Worth playing 
Overall 83% 

Wierd 3-0 shod-'em^jp, which e as bonng as 
Overa*37% 

JACK ■CXLAMM/ 

Bad goif game, avoid if possible, pteymg Ms has a 
similar teebng to being stuck In a bunker all night 
Overal 55% 


Good action packed beat-em-up which is lull of 
d pteyateMy and dear wed drawn 


graphics. 

Overall 83" 


i STOKES BACK, TIK 

Good a* round game featuring some ongnal flying 
sections but very difficult platform sections 
Overal 78% 


It reaty does show its 
gur^ng sound effects and 


One of Ihe best, if not THE best tennis game on 
toe NES. Fast, playable and the two player e 
damned addictive Get it today if you want to win at 



kbove average Mm 
of ptayabilty The T-Rex Is beet* 
Overall 74% 


Possibly toe only game character ever to use his 
hair as a weapon Good game though, wel worth 
checking ouL 
Overall 79% 


Playable, but very easy football game. Not the 
classic M was on other consoles 

Overal 89% 


Boring and repetitive ptettorm game Not as good 
as Darkwing Duck 
Overal 61% 


_„_tor war ME_ 

,__ _KafqwoiaiafcMaa, tote that, 

tote Is vtoy hot 

afl 92% GAMER GOLD 


Fkkfly platform adventure, good graphics and large 
ptey area, but grossly unplayable and hugely dul. 
Overal 59% 


Accurate conversion of toe cutt arcade game, toads 
of levels and loads of ores, pines and demonic 
things 
Overal 80% 


Oh dear, a sad piece of soccer software, enough to 
reduce Vmny Jones to tears 
Overal 35% 



Monster cock-up of a game, toe whole game is a 
mess The joke is that this may be toe forerunner 
ol Ultraman on the Super NES 


An extremely competent blasting game «n toe R- 
tjrpemoted^test. playable and damn good fun! 

This may be old, but as shoot-'em-ups go. Ms Is 
original, playable, colourful and a fine piece ol 
software If onfy it had pictures of Phoebe Cates on 
the May... 

Overal 85% 

Dust ofl toe zapper gun and have a go on Ma ~ 
you wool want another 
Overal 41% 

Spaitv ktte pmbalaame which probably toe beat 
of Ifs kind on toe Nl-S. 

Overal 73% 


LffiOto Of ZEIOA 

The original adventure tor toe NES Is very 
challenging and features a huge ptey area It has 
stood toe test of tone 

Overal 85% 


Not qu ite as good as on o ther formats, tot down by 
inaccurate cursor control. 

Overal 65% 


Excellent shoot em-up, better than Gradlus and 
wtto a stonldng two player mode 
Overal 81% 


Wacky adventure game toal needs a Cham saw to 
gam ful marks 
Overal 80% 


Vbu must guide the marble through six short k 
A conversion of toe coin-op. Good fun, bt* tar 


Puzzle game whch writ appeal to tods. 

Overal 70% 

MAJWMSMOSK 

Educational game, which is sbH great fun if you 
not too hoi on geography and arc wilting to bury 

KSSk 


Excellent piattorm game with loads of weapons 
and plenty ol variety 
Overal 85% 

MEGA MAM II 

Good piattorm game with loads ol weapons and 
plenty ol variety 
Overall 82% 


a bit 
Overal 


piattorm game wflh loads of weapons, 
though 


Average platform game with loads of weapons 
and.. Oh. ITS toe same as al the others. We* 
whaddya know? 

Overal 70% 

METAL MEAN 

Good stetegK; adventure, you need to think and 
you need to shoot 
Overal 87% 


enthraled. Deftnatefy one tor o 


Playable shoot-'em-up from Ihe Cody's Nice 
graphics and a neat refueling section makes Ms a 
reasonable purchase 
Overal 80% 


Gatmitof style acbon with a tow puzzles and twists 
thrown m tor good measure 
Overal 60% 

MONSTER ■ MY POCKET 

Piattorm game where you run around and Ml 
things Good tun though, pretty easy too. 

Overal 75% 


The second game of tie IHm, but realy not worthy 
of purchase. 

Overal 51% 


This old peach has been around tor a while on 
most formats and ifs just as good on the NES 
Overal 74% 


Bibfccal blockbuster toat stare Noah Whatever 
next. The story of Moses or The adventures of 
Adam and Eve in Je*y World? 

Overal 40% 


■ONTO A SOUTH 

Part st rategy, part beat-‘em-up. Ms has you 
lightmg Confederates and Yankees in tie America 
Civil War Good ton. but onfy tor a whAe. 

Overal 59% 


Superb got gams, a cholo# of twee oousea. 
cKNarent tournaments and MWKMkh a* tiara 

and • hes to be bought 
Oml 91% GAMER QOLDI 


Average shooing game, converted from toe 
arcade It never really worked with the zapper gun 
and toe graphics come from toe house of sad 
Overal 51% 


What a good k 
the NES and charge E25 tor a 14 year old game 
Vbu could practically buy tie con-op tor that price 
Overal 60% 


TWioe toe game tie onarwl was. mi 

more obstacles, but stM quite sad 
Overal 60% 


Playable shooter toal is quite svnter to tie Super 
NES verek - - -“ 


S version, weM worth a tow quid. 
Overal 81% 


LfTTlf MEMO DM 

Great piattorm game which gives the player the 
chance to become a bee. gontta and a frog 
There's not many games toal give you tost 
opportunity* 

Overal 06% 

LOTS MAN 

Another average platform game, doesn’t ready hold 
anything new or appealng. but it is playable 


Abstract poof game which gives toa player the 
chance to play on a fheftontess table?* 



SOLDI 


A waste of a cartoon Mcenoe and one Of tie NES* 
worst piattorm games. Needs to eat a tot more 
spinach' 

Overal 35% 


run along a btf more and tal somettvng e 
uio nginad^but it has got style 


One ol toe belter platform games around, it's 
ctfficutt, built boasts some meaty bosses and 
adckcbve gamepiay 
Overal 87% 


Much toe same as the original Pmbotector. but 
then if you've got great gameptay, vtoy change M? 
Overal 85% 

Bote* to Ms baaL Tltte to a etorntte gams, toads 
of bcMte wtei some taomdttt ttecUmom - a 
•teal to Ns new bans* price 
OmI 90%GAMEnGOt Di 



Moody space-age adventure, m 

humour and taxing puzzles Ts a brg one too - you 
won't complete tote in a hurry 
Overal 85% 


Senpte arcade game toat just keeps you playing 
and playing The only game ever to use rainbows 
as weapons' 

Overal 88% 


ExceAent conversion of the Game Boy isometnc 
racer Very last and great realistic handling of toe 
care. 

Overal 82% 

MC PKO All 2 

Even better than toe real Mng! This sequel 
features a four player mode and even more 
challenge than before. 

Overal 88% 


Ongmal strategy game, awing you Ihe chance to 
take on a SAS kind of rote and rescue some 
h KBMM 
Overal 69% 


This piattorm game «lar too easy 
record tor completing it is about 40 


tor the gamekngs 
Overal 64% 




If you buy tots you are either certifiable, or your 
hobby involves colectng horrendously baa garr 
Hueyuuughhhhhhhhhh* 

Overal 5% 


roses, a good job 
been made In making the playable and vis 

OuenSW 


A bad control method lets this down, unfortunately 
Robocop tends to state around fike he is on toe 


Appalmg piattorm 


Itorm game, 
difficulty mr 


i, bad collision detection 
make the a definate no no. 


Lamentable arcade conversion that wil appeal only 
to paperboys, and then only if they're workaholics 
Overal 30% 


An extremely playable arcade game, great with two 

players 

Overal 85% 


Thte «tarty original I guess Wel Ifs the only beat 
em-up on roller scales and quite playable too. 
Overal 72% 


An icon driven adventure, which » more like toe 
old graphical adventures ongtnaly found on the 
Spectrum, stil it s worth solving 
Overal 63% 


Platform based acbon which is enjoyable, but 

difficult 

Overal 78% 


It you play Ms you wM get a sinking fee in g 
Hopefully the only submarine smnutetJon that i 
ever be released on the NES 
133% 


Fine adventure set In Transylvania, you play toe 
part of Simon Belmont, your quest is to tol 
Dracute EnfhraJkng game which wiH appeal to 
adventure buffs 

Overal 87% 


Whaf a surprise, toe game to as good as If 
cartoon. Features altos characters and at 

oS^aM^QQLDI 
















A-Z OF GAMES 



Ml OR (HE 

Strar>g« game featuring a host of snow-related 
activities, inducing snowball fights and leaping 
over log cabins 
Overall 67% 



Sequel lo Metal Gear which >s more platform 
based and not as good as the origmal 
Overall 78% 


Pftot a very a_,_ 

pteMt aareme, InflteeMMtt torthe 


38T 



other off with bizarre booby traps. Based on the 
MAD magazines 
Overall 87% 


STARTRE* 

Faithful adaptation of the classic Sixties Sa-fi 
series Good plots, but too short. Needs a tagger 
soquel Ask Andy McDermott tor ideas. Konarm' 
Overall 88% 


I to* hart piriform whrentjre* wort 
e V* Mb plot aoene tor aeene Mnoet I 
feature* earn* great Nytnc aacRon* ** **■ 

Orerei 91 % Gamer goLdi 



STEALTH ATF 

abysmal attempt at a flymg game, a real bogey 


Average beat-em-up with rrterestina weapons and 
J is to the bosses Not well known 


Very cutesy game which is colourful, playable and 
good fun 
Overall 80% 


The game which launched Nintendo to stardom, 
pfeyskke Bryan Cant, graphics are a bit dated 

Oreral 85% 

SURER MARK) BROS U 

A good game, but doesn't realty live up to previous 
standards, weakest of the Mano senes 
Overall 00% 



Good top down racing game, fast, but slightly 

uncontrollable 

Overall 77% 


Good voitoybaB mime, featuring lots of moves. 

sesx** 

SWIMS MASTER 

Fairly standard ptatfrom adventure, tends to 
become very tecfcous after a short while 


Different angle on the adventure game, which 
some people find entertaining, but others detest 
Overall 46% 


One of the best NES film conversions. Ante is 
mean, and there are plenty of explosions and 
levels to satisfy even the moat ardent war freak 
Overall 85% 

lAliifHM 

Very hard platform shooter good grephios but 
unplayable realty 


TECMO WORLD WRESTLING 

Awful wrestling game, that looks a mess and plays 


Curious-tooMng ET version ol the old Hypersports 
and Track ‘n Field com-ope. Many different events 
such as shooting, tong jump javelin and shot putt. 

but some events are tricky to control. 

Overall 84% 


playing on a rainy day 
Overall 80% 




TETRIS Vary aver aga aM round Nothing there to keep you 

Overwhelmingly addictive puzzle game that grabs playing more than a coup** of hours, 
you and wont ever let go Overall 65% 

Overall 86% 




TETRIS 2 

Not enough variation on tha orijpnal Tetris lo put 
tors in the same boat, but the two player game ts 
worth ago. 

Overal 75% 


Cute platform larks, very repetitive though, but 
pleasant enough to play 
Overall 80% 


The turtles made their NES dabut m tins platform 
Hi Features a* the characters and Is very, vary 


!ea»yQWiba lH >*i tn B bmffetaegMna. 

M* music Mao. 

“ 80% GAMER GOLD 

AMO THE X-MEN: RETURR OF THE SINISTER 

A worthy Marvel conversion, standard 
platformacbon with few tolls. 

Overall 71% 

S8YVSSRY 

You play Black or Whrfe. and the idea is to kill each 
ter off w 


Another zapper gun game. Good fun with a tew 
11-xi lose its- 


Long-winded RPG with loads of battles, spells and 
dungeons to pillage A great time was had by aB 
Overall 78% 


The amount of bed toofoaS games on the NES « 
bolstered by this lame product The humour may 
app eal though and there are some curious special 

Overall 38% 


Neat puzzle game very much m too Tetris niche. 
Two player game e Ns strong point. 

Overall 84% 

IBB8—™.. 

A Zeida H Is a worthy eddMan 


GAME BOY 


ADVENTURE tSLANO 

Standard platfD'mer which fails to stone, dull 
graptocs and duller gamepiay make ttos one to 

Overall 87% 


Pixel perfect conversion of the Mega Drive version 
surprisingly Great graphics and sound, but a bit 
too simfer In piayabtbty to Jungh Book. Only buy 
one Virjjn platform game and you should be fme 


Wacky pfettorm/puz/ie game involving the only 
video gam* character ever to run lor PtiNament 
* ^ ' gamepiay. but it soon become* annoying 


BE* game wNch oonueya to* a.. |. 
MnceptWaf ft. Hm Top *» of to* « 


game f 
hard. 

Overall 73% 


Much more of a beat em-up to the Final Fight 
mould, an improvement on the first game 
Overall 79% 

TOM A JERRY 

Cartoon capers abound in this average cartoon be 


Oh dear, another miserable (tying game. 

Overall 40% 

TOTALLY RAD 

Outer space ts the playground tor this cosmic 
platformer, quite drthcult and duN 
Overall 65% 

TRACK AMO FIELD N 

Superlative sports action with lots of events and 
plenty button abuse. 

Overal 89% 


Easy to get into Pac-Man done with Stone-Age 
graphics SMI fun. though 
Overal 72% 


Good racing game that is worth perserving with 
Go through a whole season and then the chaDenge 
of improvement will grab you 
Overal 82% 

ULTIMATE COMBAT 

This is the nearest you’ll get to a good flying game 
on the NES. 

Overall 79% 

ULTIMATE STUNTMAN 

Ptaying - yes! - a stuntman, you battle your way 
through tough and varied stages to defeat Doctor 
Evil Good, satisfying fun 
Overall: 82% 



An old platform game where you fly along with a 
couple of balloons avoiding spites and other 


obstacles Wary good considering its a< 

Overall 83% 


Awful, grotesque platform game The graphics are 
a mess, the gamepiay shoctung and anyone that 
wants ^to play the part of a doA « strange. 

BART SIMPSON - ESCAPE FROM CAMP DEADLY 

Platformer which is felrty difficult and pretty boring 
too. Good graphics, lots of characters from the 
cartoons, but very average 
Overall 67% 


Weird title and very weird collection of mini games 
Quite original and worth trying 
Overall 82% 


A met of platform and shoof-em-up action which 
ties together very mealy tor an ai-round 
entertaining proouct 
Overal 80% 


Platformer which creates some very atmospheric 
gamepiay and graphics B*g sprites and good 
animation make it a worthwhile purchase 

OveraB79% 

BATMAN - ANIMATED SERIES 

Another Batman romp which a fairty playable, but 
' “ * repetitive to hold any lasting appeal 


ultimately toe 
OveraM6% 


Awful platformer which does Mta justice to foe 
legend of the Blues Brothers 
Overall 32% 


Ptayabfe. If tocredtofy lasl (yep. you’ve guessed it) 
platform game (arrrghhf) where you play Jake or 
Eiwood. to a quest to g*t records and escape from 

a strange work! 

Overal 82% 

SfeSputogpMMriaipam* MtMi n bofe feting and 
ve>y aotMMk. Eighty reoanxrendad tor tioa* who 

ESttwZo,au» 


Classic arcade game, which suffers a utile b 
the Game Boy due to its high speed nature which 
is not realty suited to the screen 
Overal 71% 


Sad Mm licence with some of foe worst graphics 
we’ve ever seen The predator looks Nta Bernard 
Breslaw and moves with el to* ancient grace of 
Bella Embergi Don't “tack around * 

Overall 54% 

ALLEYWAY 

Breakout done which * *o basic <1 makes bangers 
and mash look sophisbcafeO it was a launch titfe 
and really does show its age 
Overall 38% 

ASTERIX 


Vary faithful to toe arcade ongtoal Subfcme 
gamepiay and cheery arte grepfxcs make this 
stand out as a worthwhile purchase. 

Overall 78% 


Strange puzzle game requiring toe player to guide 
a bubble through some pentous courses 
Overall 65% 


Monotonous puzzle gem* with btand graphics and 
dul gamepiay 
Overall 34% 


Simple, yet playable The graphics look Uke 
something tnars been knocked up on an etch-a- 
sketeh. Put ifs a real dream to play. 

Overall 75% 


Tricky platformer (hat you won t complete In a 
hurry Good graphics and challenging gamepiay 
make tots one to consider 
Overal 71% 

CASTLE VANIA M 

Much the same as the first one Thie Includes a to 
more ideas though, just as dfficult however and 
great fun 
Overal 79% 

CAESAR SFALACE 

Just like being in Vegas, you can just smell the 
money and expect to see cash pounng out the 
microphone every time you win. Not! 

Overal 54% 


Handtes like a horse and cart In toe Indy 500 
“ nto^raphics - a real disaster unfortunately 


Excellent sport simulation, which mdudes link-up 
option. Lots of piayabWty and a must tor any mobile 

baseball fen 
Overall 81% 



A pen and paper is a lot cheaper, really, what is the 
point? 

Overal 29% 


BEST OF THE BEST 

Unplayable, blocky graphics and very tow 
characters. Only buy this if you are desperate 

Overal 45% 


tttisgBessaXB* 

Oreral 91% GAMCft GOLD* 

BLADES OF STEEL 

A really test ice skating game, including many 
options and difficulty levels, A must tor ice staling 
tens. 

Overal 88% 


Quality arcade action. Rescue the soldiers on 
venous different landscape*. The graphics are dull, 
but the gamepiay makes up tor It It takes 
addictive ness to new boundaries 
Overal 86% 

COOL SWT 

Incredibly proficient platform game from virgin - a 
conversion of the hit Mega Drive and Super NES 
games Animation is fantastic but it does suffer 
from speed blur. 

Overall 86% 

CRASH DUMMIES 

Original collection of sub-games cobbled together 
to produce a very enjoyable off-the-waM product 


Great cartoon platformer Excellent graphics 
animation coupled with the challenging game 
produce a game which is hard to tyiore. 
Overal 82% 


Ocean make good with a classic conversion of the 
hoppt santMtor RescuePOWs feelrayqMRM 
and SAM sites and get home tor tea and crumpets. 
Just took what the Game Boy can dol 
Overal 84% 



your Game §oy Thte e very drticufL bufwtUh 


suffers slightly sflB a 
Overall 87% 


but toe gamepiay 
action product 


Could have been as good as toe first on# (fit 
wasn't tor toe comptefe’y awful control method 
Overall 80% 


A Tefns-lik* puzzle game which is very playable 
mg —"~s a good torn up opBon 




Was pretty stytsh when rt was released a couple of 

years ago. but as shoot-'em-ups go. It's looking a 
bit dated and toe gamepiay suffers from 
repetitiveness. 

Overall 70% 




DOCK TALES 

Cartoooy platform game with great graphics, b 

the gamepiay is a bit too easy tor any tasting 



S3S 


EDO THE DUCK 

Realty shocking platformer. Awful controls, basic 
graphics and dufl gamepiay Avoid 
Overal 32% 

PI RACE 

Four player link-up is amazing hat and the one 
player game is very challenging. Loads of tracks 
end choice of cars make it a must tor racing fens 
Overall 87% 

MSITRME EAOLE 

The best flight simulation tor the Game boy 
Requaes a bit ol thought and pfenning to enjoy this 
to its Kill potential 
Overall 79% 

ran the cat 

It’s fun tor a whta but too easy. Totally repetitive as 


Uncontrollable racer which is nowhere near the 
standard of FI -Race r terms of ptayaMity and 


Overall 50% 

FME TIGHTEN 

Very basic game, which soon becomes so duN 
you U want to throw youreeff out the window tor a 
bit of excitement 
Overall 68% 

FLINTS I ONES 

Extremely easy platformer which could have been 
so good with a bit of challenge programmed into 

assr 


Very limited tooty game Sprites are tiny and tha 
playability factor is even smaller. 

Overall 36% 


Original shoot- em-up which is a bit too short to 
hold anybody in Ns grasp tor tong 
“ nB 70% 


Overall 

FORTRESS OF FEAR 

Fine attempt bi a playable. chaHengmg platform 
game Loads of levels ensure this win keep you 
g tori while 
1183% 


iBA 


Very cute, nice graphics, but youD find your 
attention wandering due to severely duJ gamepiay 
Overall 62% 


The graphics are nofoing special, but toe gamepiay 
makes It worth buying If you fancy a classic arcade 

Overall 61% 

—fert fefete wMia 


Orerel3%SAij6R GOUCM 
GAUNTLET 2 

Conversion of toe arcade gam* which goes down 
pretty well realty 
Overall 64% 

8BK10 

Nutty prehistoric adventure, which suffers from 
bemg tar too easy 
Overall 74% 


Onginal gamepiay and hectic busting action ensure 
tots is one to be remembered 
Overall 80% 


d to* beet go* game* ever lei Mane on * 
“““ mk - ± —% wafer, oopeys foe tat r»i 




Smashing platformer foal doesn't hold back In 
terms ol sheer pLayabdRy. The graphics round off 
one hell of a decent game. 

Overall 8i% 























































Standard platform affair which sort of tallows tha 
i, but doesn't realty hold much lasting appeal or 


Quite UteraRy one of the saddest, most demented 
games ever to be seen in this universe 
Overall 18% 


Borir-g. slow, irritating Lemmings rip-off Unoriginal 
unmspmng but may appeal to some puzzle freaks 
Overall 67% 

HYPER LOAD RUNNER 

Good platform. puzzle game which is surprisingly 

addictive when persevered with 
Overall 80% 

THE HUNT FOR RED OCTOBER 

Periectty playable shoot-am-up. wtxdh completely 
avoids the film's story bne. stm it's a fine 



JELLY MY 

Dull platform game which lacks the Super NES 
version's attractive graphics What more can I say, 
apart from the tact mat you walk to the right a bit 
and collect the power-ups 
Overall 58% 


Difficult stone age platform game wtuch features 
some fine graphics Unfortunately, it is let down by 


s bonng gameplay 
ivoraB 65% 


Easy, kiddies platform game, race graphics but it 
wool take long to complete 
Overall 68% 


Conversion of the old NES classic This platformer 
works better on the Game Boy than it ever did on 
the NES Wei worth a look 
Ovarall 71% 


Supremely playable platform game which is very 
cute and graphicaBy stunning. It's very easy 
though, which is a shame as it could have been a 


e with loads of levels 


Highly playable pmtoaH game w 
and bonuses Screen blurs skghtty. but this doens't 
make it any less fun 
Overall 84% 


Basic beat em-up with very lew moves. Its tar to 

easy though to keep you playing for longer than an 
hour. 

Overall 38% 


A good puzzle game which is very smtear to 

Boxxle 

Overall 80% 


Arcade conversion which * not bad, but sutlers 
from slowness and bed control 
Overall 67% 


Vary dull and average platform game, nothing n 
realy seen it an before 
Overall 81% 

MC80RALD LAM 

Another standard platformer with some nice 


graphics 
burger vc 
Overall 70% 


but would have bean better wflh a tree 


Playable platformer with toads of bosses and 
weapons which isn't quite original enough to be 
considered a classic. 

Overall 86% 


More platform action which is so sanitar to toe Aral 
game, there's hardy anydiftarence between toe ■ 

Overall^ 


5 Good^raphios and line playability 


Mega Man is the longest 
video game character (on 


s satfly tor too formulaic to be worth 
eB 81% 


runrana series ot any 
i the NES anyway), but 
ilaic to be worth a took. 


They sever needs) T>wy eat grenadeei They out 
HnM to* - ITS «»Ikto A Bcrascny M 
■hi* novei^c® Stm uses si the took toenou ol|he I 



Average platform games run not on toe Game Boy 
and here is anotoer one. Everything about R Is duf 
May appeal to younger players though. 


■■tveu 

Game Boy gernee daft oome beRcr toen ftifc 
Rfenan's return Is e trtumpr war menreSoue 
grapMoe s fiatoy red* MM - end eoreeof 
§» m oat ftant rttorrte ii ever enooutored to any 


A massive arcadatodventure that is worth playing if 
your after a time consuming challenge 
Overall 83% 



JIMMIE BOM. TNI 

Very much the same as the great NES version, this 
is one ot the Game Boy's best platform games, 
with one of the funkiest tunes around 1 
Overall 83% 


e as toe Surer NES, but In black 
end wnie. oh. and they've atec re m oved e tow ol 
•te dodgy ohMotora to mate room Ugh 



Really weird bika game with good ideas No lasting 
appeal , but Km for a short while 


Arcade classic brought to toe Game Boy in 
considerable style Terrible graphics, but playatxkty 

goes off the scale 
OverH88% 

MYSTIC WEST - FINAL FANTASY ADVENTURE 

Largs adventure, but the control method takes 
some getting used to Fine graphics create a good 
atmosphere Worth shelling out tor. and one of the 
best adventures around 
Overel79% 


mani fe s to ra i 


Below par racing game which Is uncontrollable and 
very boring to play Steer around IL 
Overall 45% 


Gfaeatc puzzle game which la hunonaua, teotng 
and very ptoyaoa a line wktton to any coiecion 
Oreral &6%GAMEF QOLDI 

LETHAL WEAPON 

Hardly lives up to the Mm s reputation The game is 
unplayable and generally uninteresting 
Overall 38% 


Good selection of sub games and ptodorm action 
make this a playable end tun experience. 

Overall 82% 


Original puzzler You control two spmning 
centrifugal pods who must reach the chequered 
flag to complete each level Trickier than R looks, 
but ultimately compulsive. 

Overall 80% 


very department, but note_ __ 

of them If you like these guys then you might want 
to play toem tor real* 

Overall 80% 


Second only to Fi -Race in terms of ptoyaoility and 
options. There’s a whole season to get though so 

.1 certamfy lasts 
Overal 78% 


The guys wandering around the pitch look more 
kke tubs of lard rather than feolMBDre AppaAng 

SMS*""* 

OTNOil 

ll youYe into othelo in general, then you # love tols 
Holds no lasting appeal for the undated 


P AC-MAM 

Brings back the old arcade game and presents N 


wrthet yto and panache Very ptayabie and very 
Overall a’l^*** ^ 


As much fun as getting up at Six O'clock on a 
Sunday morning and draggmg a sack load of 
supplements around town 
Overal 47% 


With playability, graphics and sound this bed it's 
hard to see wf-y this was released at all. Another 
sequel which doesn't improve on the original 
Overall 36% 


Good to see that Konamt have improved their 
shooters, this is very playable and very sity. 
Overall 65% 


Nothing original about this one. but it is playable 
All the characters are reoognisabie. so I guess that 
means the graphics are good. 

Overall 77% 


Exceleri! strategy game, briMantty detailed 
graphics and massive longevity means youD be 
playing this weR Into the year 2000 


Bonng puzztegame Donl buy this if you want a 

brain bender, toare's t --* 

Overal 56% 


Three years In the making, this French designed 
Jurassic platformer is highly addictive and plays 
lust like the okj Wonoertioy com-op Saucy tunes 
as well 1 
Overall 80% 




Why on earth is shoddy, rubbish like this ever 
churned out? Do yourself a favour and bum every 
copy you see. 

Overall 20% 


Curiously playable beat- em-up which has reoe 
graphics and plays very well too. 

Overal 75% 


Good platform blaster with non-stop action, great 

sound and^raph*cs and lovely ptayabtMty 


ReaWy otdpuzzie game, which is going through a 
Overal 78% 


Strange puzzle game which is excetlenl fun on two 
player link-up DonT be put off by the graphics if Is 
worth a go. 

Overal 60% 

qUMTH 

A bit kke Tetris, but then a bit ike nothing ever seen 
before Very oogmal and very playable, great game 
Overall 84% 

RACE DAYS 

The world's first bi-cart, this has 4 Wheel Drive 
(Jeep Jamboree) end Dirty Racing on one cart for 
only £24 99. Both games are way above average 
and this » worth serious consideration 

Overall 86% 


Just like Battleships It s only fun on the two player 
option , but not for tong. 

Overall 59% 


Its head above the crowd of medtocre 

Overal 74% 


Dated shoot-em-up which has dul graphics, boring 
gamepiay and absolutely no outteandmg features 
to make ft worth purchasing. 

Overal 63% 


Why release a game wtuch is so similar to 4s 
predecessor it's hard to let one lame duck from 


Big botshy beat-'em-up, but is unplayable and si 
loses iTs limited appeal 


want a good strategy game sbek w 


Chessmaster was the definitive chess game on the 
Game Boy and it even featured sampled speech. 
This is more of the seme, but this time toe in-game 
tutor is even better 
Overall 80% 


toatfMt>*«fc>a 


fftejiair SOCCER 

utterly crap conversion of the Amiga classic, well, 
•ref's what I think anyway. Keith begged to differ 
and gave it 
Overall 80% 


Standard beat em-up effort, which doesn't stand 
out at al. 

Overal 76% 


Great fun It you're into Pool, but you will get bored 

Svw^76% 

SKATE OR DIE 

uncontrollable skating game, which boasts some 
detailed graphics, but is swfly let down by the 

vKfS 

SKATE OR OK 2 

interesting skating platform game, which is 
playabto and quite origins: 

Overall 78% 


Excellent 3-D arcade game from RARE. Brilliant 
graphics and great gameplay make it a very 
original and mating product 
Overall 88% 


Dull vertical shoot- em-up that looks toe same al 
the way through 

Overall 40% 


Inspiring puzzfo game mat owes a lot to the NES 

Origmai 

Overall 82% 

SPEEDS ALL 2 

Armga conversion ol me classic futuristic football 
type game which is very stow, the graphics ere 
bedty drawn end sadly misses the mark 
Overall 63% 


Sonic-style platform wti 
amount of challenge, but hardly any variation Dull 
Is the only word left to describe it h 

Overall 77% 


More Marvel mayhem which is too similar to the 
original to get many people excited More original 
pnaftef requfcad 
Overall 75% 


^an^wel worth a look 
Overal 78% 


Technically accurate, but intensely boring and 
lacking in any kind of 'zing' whatsoever Trekkie 
fens wHl abhor this sad attempt at a conversion 
Overall 62% 


R 


ihhlM 


Luscious graphics and humorously playable no 
humps here, just a solid well programmed 


Overall 87% 

SUPER Kid OFF 

Superb soccer game, with masses of playabihty 
Small sprites, but they move we# and don't bold 
back the general wholesome quality of the game 
Overall 85% 


The jane tM spawned a hundred donee. A assf 
* —angi tota bur the grepNos now teak aD^tey 


you wants 
WMkteui 
Overal 59% 


IE OF GATOR 

Good pwibaK game which has the added attraction 
of a two player Ink-up Good graphics. mighty 
ptayabie An all-round good egg 
Overall 87% 


Original adventure game with lots of puzzle solving 
and wandering about Atmospheric graphics create 
a good romp around Sherwood. 

Overall 86% 


Large platform game, that oozes playability and 
conveys the atmosphere of the film supwtfy Worth 
buying tor a lasting challenge 


Cute arcade game which draws inspiration from 
Bubble Bobble and many other games of this type 
Mary good though and wal worth tha money 



Purateyte 

HMR.1I PH 

A rare thing to hews a platform game with a Ink 
ajJfjoa Good on two player but not on your own 


Offers a few more options than Terms, but isn't as 
playable Buy it if you can t get hold of Tennis 
Overall 87% 


es Tricky bosses, tots ot moves 
and wefl thought-out gamepiay, buy this if you're a 
tan of the comic. 

Overall 80% 


A considerably large platform adventure, that has 
race graphics and plays pretty well to. Once you're 
into it, you won't be able to put It down. 

Overall 81% 

THE EMPIRE STRIKES RACK 

Plays very well and tha graphics are very good 
Not qmte as polished as Star Wars though 
Overall 80% 


The Turtles make their G8 debut in Ms slick aH 
action platform beat-'am-up Fine graphics and 
playable, not bad for a bunch of grean misfits' 
Overal 80% 

TMHT2 

More of the same, but even better. One of the rare 
sequels wfeeh has learnt from tha original and 

TOMA JERRY 

More perilous adventures with the famous cat and 
mouse duo. but this lime the two have become 
friends (yeuchi) to escape the people smashing up 
their house 
OveraN 71% 

TRACK AMO FIELD 

Button bashing sport simulation which is good fun 
U you want to destroy your Game Boy in ten 


Ore. rubbish comic adventure with no fun involved 
whatsoever YUk 
Overal 49% 


Original puzzle/strategy game which first appeared 
years ago on toe C64 Works wefl on tha Game 


nux 

Strange mutti-cfcrectxinal shooter which is tar too 
repetitive What ever happened to variety and 

gars* 


This platform game is an average, standard, dull, 
boring, pto ol bolts Just kke Dolph Lungren 
Overal 57% 


Ftotendo doaa I again, now Wario piree tie hero 
and Mario's nowhere to be aean. but I to eMi am al 
‘ e beet garnet for toe Game Boy. 

I 91% GAM ER GOLD I 



Could have been great - sadly it isn't! Fiddly 
control system, badfy shaded graphics and not 
much fun to play A duffer 
Overall 54% 

WINTER OLYMPICS 

Even worse than the Super NES version (a feat 
mdeed*). this is atrocious, nightmare stuff - 
Huuuuuuurrrghhhhhh! 

Overall 35% 

WWF SUPERSTARS 

Why wrestling games were ever deemed viable is a 

mystery to me. This uncontrollable mess of a game 
looks as appeakng as Hulk Hogan's T-shirts 


Here's Yogi! Arrrgh. shut up you furry moron! )bgr 
Bear ion the Game Boy is n fact quite good, 
despite the tact that he needs a good lucking, but N 
could have done without being yet another 


Overal 80% 


Amazing graphics, great oriamelity for a platform Great fun on two player link-up Very playable o- 

game but V too easy, should have been bigger too your own too A really good Terns done. 

Overall 85% Overall 78% 


One of the best four player link-up games around, 
but a M easy if you're playing it on your own. 

Overall 84% 

TA2-MAMA 

Looks good, but then looks aren't everything A bit 

ofjptayabik^ would have gone down well 


d the Into and the graphics ere qi 




Quite a tricky shoot- em-up this. Features 
characters from toe cartoon, but certamfy won t 
appeal to youngerptayers when ITS this difftouli 
OveraN 65% 


Buy tote arte tteurawanoieuyewtoerflenrta 

WhaTetee cm you saw about BMa atnpte. ym 

TETRB2 

Good, but not as compelkng as Tetris, the genera! 
feeling is that they are trying to be too clever and 
adding far too much to what should be a simple. 



Pretty good nothing new, but you'l like it unW 
numbness sets n during the later levels 


If you've seen one Zoof - you've seen them ail 
Zany platform game which loses something nc 
that in in black and white Still good, though 

Overall 85% 
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92% ; 

"As involving or as 
hassle-free , as easy or as 
challenging as you want 
it to be. NBA Live '95 is the 
consummate basketball 
sim. Buy! Buy!" 

NMS, October '94 


Nintendo* and Super Nintendo Entertainment System are trademarks of Nintendo Ocean is a registered trademark of Ocean Software ltd IA SPORTS, the EA SPORTS logo and 'If ft** in the game, its in the game’ are trademarks of Electronic Arts All NBA and Team insigimas depicted are 
the property of NBA Properties. Inc., and the respective NBA teams and may not be reproduced without the written consent of NBA Properties. Inc Super Bowf. team names, logos and helmet designs are registered trademarks of the NR and it s member clubs. NR shield logo is a trademark 

















Cooler than 


IB 

and twice as tough 


At EA SPORTS™ we've done more than make your day - we've made your decade 
That's how long it takes to master the double challenge of NBA® Live '95 and 
Madden NFL® '95. Go jammin' and slammin' with the Bulls, Blazers, Suns and 
Lakers, or strap on a helmet and join the 49ers, Cowboys or Giants for some 
grid-iron action. But if your caught trying to take the ball into the Miami 
endzone, you're going to find these Dolphins very unfriendly. 


Real players with stats to match and graphics so fluid they're ready to run 
off the screen. There's every move in the playbook - from a double-pump 
one-arm slam to a screaming Hail Mary. And these players are smart, with 
A.I. so high they're like Einstein with a ball in their hands. Complete an 
entire NBA® or NFL® season and take your team all the way from day 
1 to day 101, carrying injuries and accumulating team stats on the 
way to the world championship. 

NBA® Live '95 and Madden NFL® '95 - Now you're playing in the big leagues. 
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For more information about NBAO Live *95 and Madden NFL« *95. please contact: Ocean Software Ltd. 2 Castle Street. Castlefield, 

Manchester. M3 4LZ. Tel: 061 S32 6633. (Mega Drive version is published by Electronic Arts. P O Box 835, Slough. Berks SL3 8XU, Tel: 01753 546 465.) 
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